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ABSTRACT 
 
Agus Nur Shodiqin, 2019. “Students’ Strategies in Overcoming Translation 
Problems in Video Game Translation (A Case in Pokémon Ranger and Sastratsuki 
Translation in English Letters Department IAIN Surakarta)”. Thesis. English 
Letters Study Program, Faculty of Cultures and Languages. IAIN Surakarta. 
 
Advisor : Muhammad Zainal Muttaqien, S.S., M.Hum. 
Key Words : Translation, Video Games Translation, Video Games 
Translation Problems, Video Games Translation Strategy 
 
 There are always problems found in translating video games, but there are 
also strategies in translating that. This research aims to analyze the problems faced 
by the students in translating Pokémon Ranger and Sastratsuki video games and 
also to describe the strategies used by the students in translating the video games. 
 This research used descriptive qualitative method. The source of the data in 
this research are taken from the interview with each of the seven translators whom 
had role in translating the video games and also from their works. According to 
Miles and Huberman (2014) the technique of analyzing the data are data 
condensation, data display, drawing and verifying conclusion. 
 In this research, the researcher classified the translation problems into three 
categories: technical problems, coding problems, and content problems. Based on 
the analysis there were 210 data found of translation problems from both of the 
video games. 130 out of 210 data categorized as has no translation problems, so that 
there will be 80 data counted for translation problems. The translation problems 
data compiled from 37 data of technical problems, 24 data of coding problems, and 
19 data of content problems. Technical problems become the most frequent 
occurred because it is related to the use of CAT Tools in translation process. In the 
other hand, there were 337 data found of translation strategy. In addition, to analyze 
the video games translation the researcher used combination of video games 
translation strategy proposed by Costales (2014) and spatialization strategy 
proposed by Purnomo (2018). From 337 data, there were 69 data eliminated because 
they did not fulfill the requirements of spatialization strategy and exceed the spatial 
constraint more than one character. In brief, the video games translation analysis 
resulted patterns of strategy which dominated by literal translation – condensation 
(LT-CDN). The dominant pattern shows that the translators aware of meaning 
transfer and considering the spatial issues in translating the video games. 
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CHAPTER I 
INTRODUCTION 
 
A. Background of the Study 
For more than thirty years, an interactive software entertainment 
popularly known as video game has become a worldwide phenomenon for all 
ages. Video games have grown to be a global entertainment industry considered 
now to be the world’s biggest cult phenomenon (Grossman in O’Hagan 2007: 
2). Video games industry produces many video games as the source of 
entertainment and information. Global earnings of video game market for 2012, 
including mobile games on smart phones and tablets, climbed towards $78.5 
billion, with prediction to reach $82 billion by 2017 (Gaudiosi in Schubert 2013: 
7). No one can deny that video games have gained ground in the entertainment 
sector, their popularity is increasing and video games are slowly becoming one 
of mainstream forms of global pop culture entertainment. Video games lively 
compete with the traditional leaders of the entertainment sector such as music, 
movies, and books. It must be pointed out that video games sales currently 
generate more revenue per annum than the cinema box office in the US 
(Newman in Merino 2014: 12). 
In the development of video game, it comes in several forms such as PC-
based video game, console-based, and hand-held video game (also known as 
palm/phone based). Those things represent how significant the development of 
video game is. Computer games, as well as video games, utilize a video device 
to create visual feedback for the player. The difference lies in the nature of the 
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device or platform running the game. The term computer game is used to refer 
to a type of game played only and exclusively on a personal computer, 
meanwhile the term video game may include all types of electronic game 
utilizing any video device and any hardware. Hence, computer game is a type 
of video game tailor-made for personal computer. The term console game 
denotes another important type of video game, again the difference lies in the 
platform. Console game run on video game dedicated computer, usually 
connected to a regular television set. It is worth mentioning that a console game 
cannot be run on computer and vice versa. 
The successful of video game to be the basis form of pop culture cannot 
be separated from language. In order to enable linguistically unequipped target 
audiences to fully enjoy video game without any language barriers and to 
experience video game in the same way as in the original language, video game 
must be translated. Regarding to this fact, translation has very important role in 
facilitating every single gamer around the world to understand how to play 
video game. That is why video game translation taken place. Catford (1965) 
explained that translation is replacing the textual material from source language 
(SL) to target language (TL) by the equivalent textual material in TL. 
Video game translation is very specific activity and all of this must be 
taken into consideration. All of these exceptional features of this interactive 
medium combining several text and media types require an approach to 
translation which is very different to any no-interactive types of translation such 
as books, films, comic, etc. Translating video game involve large volume of text 
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per translator, might be several hundred pages for some projects, required 
working in team of several translators who have to possess skills of a technical 
and literary translator at the same time (Dietz 2007). Zenisek in Schubert (2013) 
also added that if the project translated just by one translator, there would be no 
way to finish in time, and hence the need to employ several translators working 
on the projects simultaneously, under supervision of the project manager, to 
meet short deadlines. 
Developer and university train the professional translation for video 
games field, but somehow gamers also organizing themselves to produce 
translation of their favorite video games which have not translated officially. 
O’Hagan (2009) states that gamer tackle the challenge or translating video game 
without formal training or provision or technical support. They seem to acquire 
the necessary knowledge and skills through online collaboration with like-
minded gamers and knowledge-bases created by the games community in 
addition to their own game playing experience and often extensive research. 
Later on, the activity called as rom-hacking or popularly known as video game 
fan translation in general (Muñoz-Sánchez, 2009). 
In this research, the researcher only focused on Role-playing and Casual 
video game to investigate the translation problems on the students’ works in 
Video Game Translation Class and also to investigate the strategies they used 
on the translation process. Grace (2005) defines Role-playing video games as a 
games that offers the player an opportunity to immerse themselves in the player 
character’s situation. Meanwhile, Annakasia (2015) define casual video game 
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as games that generally involve less complicated game controls and overall 
complexity in terms of gameplay or investment required to get through the 
video games. In other words, a casual video games is a trivial games which not 
require high specification and great effort to play.  
Video game fan translation can be used as an educational aid in 
translation studies for student to practice translation in the new medium, in this 
case is video games (Muñoz-Sánchez, 2009). VGT Class itself is a class which 
provided for students especially those who took translation as their mainstream. 
This class was held on 2017 when the students were on sixth semester. VGT 
Class was lectured by Mr. SF. Luthfy Arguby Purnomo, S.S., M.Hum. In this 
class, total amount of the students were 27 persons. They were divided into 7 
groups, and each group consist of 4 persons or 3 and they work collaboratively 
to make a good translation of such video games. The reason of conducting this 
research were; (1) the researcher thinks that the idea is never used before, even 
though there are other similar research like this, but those were applied on 
professional translator, meanwhile it is on amateur translator. (2) In the process 
of translating video game, the researcher found problems enough varieties. (3) 
The result of translation has revised for several times indicate that the translation 
result is does not really good. 
In Video Games Translation Class, students were classified as a fan 
translator or amateur translator, not a professional translator. The very basic 
reason which distinguish between them are the skills and comprehension. Kiraly 
in Mangiron and O’Hagan (2013) advocates a student-centered approach based 
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on active learning, whereby students are empowered to reflect and construct 
knowledge and the teacher adopts the role of the facilitator. A professional 
translators might understand the video games content which they translate in 
terms on whole aspects. They live by translating, that is why a professional 
translator has to do the best on their works. 
Different from professional translator, the students also has to understand 
the video games in term of content, but only in surface scale/part. Moreover, in 
VGT Class the use of CAT Tools (Computer Aided Translation Tools) was first 
introduced, surely it is a new challenge for students to adapt and to comprehend 
to use CAT Tools in translating video game instead of using worksheet. In VGT 
Class the CAT Tools used called Hex Workshop and Notepad++, and it’s 
interface definitely confusing for the students because it just codes and text 
strings.  
Kiraly in Mangiron and O’Hagan (2013) added that the need to use 
authentic materials and reproduce real-world tasks and also emphasize the 
benefits of group work and collaboration to reflect professional translation 
practice in the classroom. So that students’ work is more efficient because they 
are practicing while learning how to translate a material collaboratively. 
Meanwhile, in professional field, sometimes a translator works individually or 
collaboratively. In addition, because not all aspects of video games was covered 
by the students, so the difficulty is not as hard as the professional translator 
deals with. One more thing which make the students’ work is effective is 
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because it was limited parts of video games translated, not all of the video game 
aspects. 
The video games used as the source of the data in this research were 
Pokémon Ranger and Sastratsuki video games. Both of them was an assignment 
to be completed by the students during Video Games Translation Class period. 
Those video games were categorized on Role-playing and Casual video games 
which mean that those contain lot of text strings/narratives data for this research. 
The interesting part of Pokémon Ranger video game is this video game was 
released on Nintendo DS platform. A console which does not exist anymore 
when the researcher conducts this research. Alternatively, the translator 
run/play the video game using emulator which have to be installed on their 
PC/Notebook first. Meanwhile, Sastratsuki video game also has it’s own 
uniqueness because this video game developed by Indonesian but adapted 
foreignization ideology inside. Moreover, the content of Sastratsuki video 
games is also contain humor sense which later made the translation result vary 
from one to other translators. 
 Students did not consider other aspects out of linguistic such as 
visualization, audio, and other cinematic assets because those were on the scope 
of localization. Moreover, if the students assigned to localize all aspects of the 
video games, not just translating the linguistic aspect, it is definitely difficult to 
the students and it took very long period for the assignment, ended up with 
unfinished works in one semester period. Besides, another video game which is 
discussed in Video Games Translation Class was Vegas Poker, but the students 
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just asked to assess the quality of the translation, not to translate Vegas Poker 
video game. 
 The first video game which was analyzed by the researcher was 
Pokémon Ranger. It is a role-playing action adventure game which was 
developed jointly by HAL Laboratory and Creatures Inc. This game was first 
released in Japan on March 23rd, 2006. Later this game was released in North 
America on October 30th, 2006, in Australia on December 7th, 2006, and in 
Europe on July 21st, 2006. This game comes specifically for Nintendo DS 
platform, but later in 2016 it comes on Nintendo Wii U Virtual Console. The 
target market of this video games is for all ages. This video game were assigned 
to translate only on the beginning part or known also as the Invitation Letter 
part. So it is not come to the gameplay of the video game but only focus on 
Invitation Letter part. 
The second video game which was analyzed by the researcher was 
Sastratsuki. This game was developed by I After Smile and released on 2007 
for Android and Windows platform. The video game is Casual touch-based 
arcade-game with various game for each character. The characters of this game 
are all the lecturers of English Letters IAIN Surakarta attached with their own 
characteristics in real life. Every single character in this video game has 
different gameplay inside. This video game contain humor sense and the target 
market of this video game are teenagers and students. The video game were 
assigned to translate by the students on three parts, Character Description, 
Prologue, and Epilogue. In fact, the video game was under developing when it 
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was translated by the students. So it does not come to the gameplay, but only 
on character description, prologue, and epilogue. 
As the researcher mentioned before, Role-playing and Casual video 
games is contain lot of text strings/narratives which were useful to be the data. 
Other reasons that are become consideration for the researcher are each video 
games was translated by group. Each group consist of three or four persons 
which has different role as Project Manager, Translator, Tester, and Coder. It is 
expected that the translation are better and less of inaccurate meaning, error, 
and mistyping because it is employ four persons. Furthermore, both of video 
games uses English on the interface, so that students easier to translate from 
English to Indonesian as they used to do. That is the uniqueness of Sastratsuki 
when it was created by Indonesian but it was adapted foreignization ideology. 
The process of translating this new medium of audiovisual translation is 
always inevitable from problems or challenges. In this research, the translation 
problems faced by the students classified into three categories such as; technical 
problems, coding problems, and content problems. The classification was taken 
and modified from Bushouse (2015). For example, on VGT Class that was the 
first experience of the students used CAT Tools which was intended to 
accommodate video games translation. Definitely, the interface of the CAT 
Tools was different from the general CAT Tools for translating books or other 
kind of literary form. Consequently, the students faced the very essential 
problem with the interface of the CAT Tools. Moreover, the students have 
limited time to comprehend and translate the video games to finish the project. 
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This problem classified as technical problems which also attained the most 
frequent problem in the research. There were lot more problems similar to this 
with different classification in this research and the same explanation on the 
data of translation problems for each category was applied in this research. 
Translating video games often face several specific restrictions inherent 
in the medium technically and also for socio-cultural reasons such as age rating 
issues, censorship, etc. To assist translator in translating video games, Costales 
(2014) proposed seven main video games translation strategies which are 
basically found in translating video games. Those strategies are Domestication 
& Foreignization No Translation, Transcreation, Loyalty, Loss of meaning & 
Compensation, and the last is Censorship strategy. The following is the example 
1 on the translation strategy: 
SL: A device that allows us to enter and experience the past. 
TL: Sebuah alat yang bisa membawa kita ke masa lalu. 
 
The example 1 present about literal translation strategy. If it is applied in 
video games translation, then translator has to consider other aspects like 
character limitation. Character limitation or known also as spatial constraint 
cannot be separated in analyzing video games translation. Purnomo (2018) 
proposed two main spatialization strategies, those are diegetic and non-diegetic 
strategy. Diegetic strategy consist of Abbreviation, Condensation, Omission, 
Symbolization, Retention, Mediation, and the last is Violation strategy. In 
addition, Non-diegetic strategy consist of Iconizing, Typefacing, Lettering, 
Ballooning, and Windowing strategy. 
10 
 
On the example 1, the translator used literal translation strategy to 
transfer the message from SL into TL. Additionally, there is also diegetic 
strategy, omission strategy taken place in the translation because “enter and 
experience” is considered less significant to translate. The use of omission 
strategy successfully solve spatial constraint. The total character become less 
from 57 characters on the SL included space and full stop into 48 characters on 
TL without affect the meaning. The same explanation of video games 
translation strategy analysis was applied for each of the data in this research. 
Several previous studies have conducted in the field of video game 
translation. The most popular and influential research were from Mangiron, 
O’Hagan (2013) and Miguel Bernal Merino (2014). They wrote a book 
responding to the phenomenon of video game translation, but the content was 
mostly responding video games translation and it is development on 
professional sector. There was also Shela Nurita’s article entitled Translation 
Strategies Employed in the Facebook Game Criminal case: Corpse in a Garden 
(2016), was almost identical with this research to describe translation strategy 
but different in the use of theory and the translator level. Shela’s research was 
applied on machine translation meanwhile this research was applied on human 
translation. In short, this research was conducted to find out and describe the 
problems and the strategies used by the students in translating the video games. 
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B. Limitation of the Problem 
In order to reach expected goal of the research, the researcher only 
focused on the translation problems and strategies used by the students in 
translating Pokémon Ranger and Sastratsuki video games. Pokémon Ranger 
and Sastratsuki translated version were the products of students whom took 
translation mainstream. The project was assigned in Video Games Translation 
Class which was held in sixth semester of 2017 academic year. This class was 
lectured by SF. Luthfie Arguby Purnomo, S.S., M.Hum. 
The first video game which was analyzed by the researcher was Pokémon 
Ranger. It is a role-playing action adventure game which was developed jointly 
by HAL Laboratory and Creatures Inc. This game was first released in Japan on 
March 23rd, 2006. The second video game which was analyzed by the researcher 
was Sastratsuki. This game was developed by I After Smile and released on 
2007 for Android and Windows platform. The video game is Casual touch-
based arcade-game with various game for each character. 
The researcher chose Role-playing and Casual video games as the game 
genres to be analyzed because these games has lot of text strings/narratives data 
inside. In addition, the unit analysis of this research was on the level of word 
and sentence/text string. The researcher analyzed the video games translation 
problems by using the theory which was adapted and modified from Bushouse 
(2015). Meanwhile, for video games translation strategy and video games 
spatialization strategy, the researcher analyzed these using the theory proposed 
by Fernandez Costales (2014) and Purnomo (2018). In this research, Pokémon 
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Ranger video game was translated only on the beginning part, or precisely on 
Invitation Letter. Meanwhile, Sastratsuki video game was also translated only 
on Character description, Prologue, and Epilogue. In brief, it could be said that 
the translators only translated the surface scale/part of the video games. 
Nevertheless, the important things which have to be underlined is this research 
is not generalizable to all aspects of video games. 
 
C. Problem Formulation 
Based on the background chapter, the researcher realizes that in 
translating video games, a translator should pay attention on the appropriateness 
of the translation through translation strategies and also essential aspect of video 
games translation problems. The problem statements discussed in this research, 
are formulated through the following questions: 
1. What are the problems encountered by the students in translating Pokémon 
Ranger and Sastratsuki video games? 
2. What are strategies employed by the students in translating Pokémon 
Ranger and Sastratsuki video games? 
 
D. The Objectives of the Study 
From the statement of the problems formulation aforementioned, the 
objectives of the research are: 
1. To describe the problems faced by the students in translating Pokémon 
Ranger and Sastratsuki video games. 
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2. To describe the strategies employed by the students in translating Pokémon 
Ranger and Sastratsuki video games. 
 
E. The Benefits of the Study 
The research is hopefully able to give information to writers and people 
in educational field dealing with video games translation as follows: 
1. Theoretically 
This research is hopefully able to contribute in English materials, 
especially about video games translation problems and strategies. Also, this 
research is expected to give additional knowledge and information about 
translation on video games. 
2. Practically 
a. For researcher 
This research is able to improve the researcher’s ability to comprehend 
this research and to understand the translation problems and strategies 
used by the students in translating video games. 
b. For readers 
This research is able to be source to research about video games 
translation, video games translation strategy, and it can be very useful 
as additional knowledge in translation. 
c. For other researchers 
This research can be used to inspires and encourage for further research 
related with this field. 
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F. Key Terms 
In order to make the title clear and avoid any different interpretation 
among the readers, here the brief explanation of the title. 
1. Translation 
According to Catford (1965) translation is replacing textual material from 
source language (SL) to target language (TL) by the equivalent textual 
material in target language (TL). 
2. Strategies 
As it is found in Merriem Webster Dictionary (1989: 879), strategies means 
“a careful plan or method for achieving particular goal”. In the concept of 
translation achieving particular goal through translation means to achieve 
successful transfer in term of meaning to the reader. Here in this research is 
particularly about the strategies use by students. 
3. Translation strategies 
According to Krings (1986: 18) translation strategy is a conscious plans for 
solving concrete translation task. In detail, Lörscher (1991) defines 
translation strategy as a potentially conscious procedure for solving problem 
faced in translating a text, or any segment of it. 
4. Video games 
According to Frasca (2001), Video Games are “computer-based 
entertainment software, either textual or image-based, using any electronic 
platform, such as personal computers or consoles and involving one or 
multiple players in a physical or networked environment”. 
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5. Video game translation 
Merino (2014) defines video games translation as a combination elements 
of software, literary, theater, and audiovisual translation. Because of this 
combination, it makes video games apart from other type of translation. 
6. Video games translation class 
As stated in O’Hagan and Mangiron (2013), “Despite the rapid expansion 
of the game localization industry and the existence of numerous translator 
training programs offered by universities around the world, most 
undergraduate programs do not include game localization in their 
curriculum as a fully-fledged subject”. In this research Video Games 
Translation Class means a subject on translation specialty which focus on 
translating simple Role-Playing Video Games on narrative aspect. 
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CHAPTER II 
REVIEW ON RELATED LITERATURE 
 
A. Translation 
There are many definitions of translation proposed by many experts. 
Nida and Taber (2003) mentioned that translation consist of reproducing in the 
receptor language the closest natural equivalent of the source language message, 
first in the term of meaning and second in term of style. Previously, Catford 
(1965: 20) have been emphasized the use of technical term source language (SL) 
and target language (TL) where textual material of the source language replaced 
by the equivalent textual material on the target language. 
Translation is generally known connect between two poles, it is source 
language (SL) and target language (TL). SL or the original language is the 
material that will be translated, it is contains message, ideas that written by the 
writer. While TL is the places of translation of the message from the original 
language. Translation is not an easy thing to do, translator should have particular 
qualities as Machali (2000) states that a translator should have good mastery in 
both SL and TL skill in headline different problem in rendering the source text 
in the key to successful translation. 
According to Bell (1991: 13), the word “translation” can be distinguished 
into three meaning: 
1. Translating: the process of translation. (The activity is intangible) 
2. A translation: the product of the process of translating, or usually called 
as translated text. 
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3. Translation: the abstract concept which encompasses both the process 
of translating and the product of that process. 
As it said also by Kelly (2014) translation is a skill of understanding the source 
text and rendering it in the target language by using the register, the background 
knowledge, and other language resources according to the intended purpose. It 
can be implied from the aforementioned explanations that a translator has role 
of mediator between two languages. 
 
B. Audiovisual Translation 
1. The development of audiovisual translation 
The genre of audiovisual translation is a prime example of the 
development and redefinition of translation studies in the 21st century. Venuti 
(2000: 195) states that translation has been practiced for tens centuries since 
it is now achieve full academic recognition only a few decades ago. Audio 
visual translation is one of branches of translation studies. Perhaps the most 
widely accepted term in academic circles, the umbrella quality of AVT may 
provide the right disciplinary context where translation of video game as 
analyzed in the present research fits. The acronym GILT (Globalization, 
Internationalization, Localization and Translation) which is notably 
introduced by Cronin (2003: 25), and Hatim and Munday (2004: 3) indicates 
the current shift in the nature of translation. The concept of automatizing 
translation and impressive headway in computer technology have resulted in 
a proliferation of computer assisted translation tools. Multifunctional 
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software packages have revolutionized the translation process, which are now 
used for translating audiovisual materials. 
Centuries of translating written texts seem to have propelled written 
language as the one and true vessel for language exchanges, and it certainly 
is a great vessel, but it is also true that nowadays the communicative work of 
translators goes beyond what is written down, as films, graphic novels and 
video game for examples. Perez (2014) defined audio visual translation as a 
branch of translation studies concern with the transfer of multimodal and 
multimedia texts into another language and or culture. In addition, Díaz 
Cintas and Remael (2014: 21) state that, when discussing the translation of 
audiovisual program: “For some, this activity falls short of being a case of 
translation proper because of all the spatial and temporal limitations imposed 
by the medium itself which constrain the end result. Specifically, Diaz Cintas 
and Remael (2014: 4) defined audiovisual translation as a translation of 
products in which the verbal dimension is supplemented by the elements in 
other media. 
Audiovisual translation is no longer restricted to providing foreign 
language versions of feature films but has expanded to include sitcoms, 
animated productions included cartoons, documentaries, commercial clips, 
corporate video materials, and video game translation. It’s development 
enhanced by technological headway and will certainly continue to be dynamic 
as well as largely unpredictable. The increasing popularity of technology 
alone may soon bring audiovisual translation to previously unimagined 
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dimensions and perhaps make it lose it’s name altogether. Diaz Cintas (2009: 
6) also added that the space constraints inherent in the subtitling process 
usually enhance traditional translation challenges, such as grammar and word 
order, as well as problems related to cross-cultural shifts. In it is inception, 
AVT was used to encapsulate different translation practices used in the 
audiovisual media such as cinema and television in which there is a transfer 
from a source to a target language, which involves some forms of interactions 
with sound and images. Dubbing and subtitling are the most popular in the 
profession and the best known by audiences, but there are others such as 
voice-over, partial-dubbing, narration, and interpreting. 
Although AVT seems to refer the combination of both auditory and 
visual information typically found in films, but in it is development AVT is 
used to encompass products such as comic books which are only visual, and 
video games which add interactivity. Video games do share same features 
with some audiovisual productions, such as films and serial movies because 
video games contain dialogues and narratives on their stories and characters. 
The audiovisual translation umbrella label is a valid one to encapsulate 
professional practices such as film subtitling and dubbing, but it might that 
the innovative nature of video games and the novelty of the translation 
industry that caters for it may benefit from its own dedicated term. 
The development of audiovisual translation cannot be separated also 
from it’s accessibility, understood as making audiovisual content accessible 
to those who otherwise could not have access to it (Diaz Cintas 2005). Prof. 
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Davis of British MRC Institute of Hearing Research states that there are 700 
million people who has hearing-impaired by 2015 and might be 900 million 
by 2025. Additionally most people who have hearing-impaired live in 
developing countries with poor health services and lack of access to media 
texts. Diaz Cintas and Anderman (2009: 155) states that audiovisual 
translation is particularly prominent in English-speaking countries. It is 
provided and becomes an assistance to get information for hearing-impaired 
people, and for some countries it is also regulated by law. 
2. The types of audiovisual translation 
Mujagic (2013: 17) mentioned that there are two types of audiovisual 
translation, namely intralingual and interlingual audiovisual translation: 
a. Intralingual audiovisual translation 
In intralingual translation, the source language and target language 
used is the same language. Translator for Intralingual AVT usually is the 
same person as the creator of the content and only paraphrases the text to 
explain it in different words more detailed. The translation usually tries to 
be as close as possible to the source text. Diaz Cintas and Ramael (2014: 
151), mentioned four types of intralingual AVT as follow: 
1) Subtitle for deaf hearing (SDH) 
According to Mujagic (2013: 18), SDH are meant for people with 
hearing problems and are prepared specifically for this target group. 
Usually they are transmitted via tele-text. This type of subtitles usually 
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changes color on television depending on the person who is speaking 
and also appear in different style for sound effect. 
2) Audio description for the visual elements of an audiovisual product 
Diaz Cintas and Ramael (2014: 153) states that this is some kind of an 
additional narrative that fits between the original dialogues and 
describes everything that is seen on the film or on the stage. It also 
includes descriptions of actions, facial expressions, clothing and 
scenery that helps the blind to understand the plot of the story. 
3) Live subtitling or re-speaking 
Diaz Cintas and Ramael (2006: 58) described live subtitling as used for 
live broadcast. Due to its nature, it requires more technical support. 
They are often also uses voice recognition software and special 
keyboard that allows them to type faster than conventional keyboard 
(e.g. a keyboard which allows to write syllables instead of single letters. 
This kind of subtitle needs speed and high focused of subtitler to do. 
4) Surtitling 
Diaz Cintas and Ramael (2006: 60) describes surtitling as an assist 
which is usually used during opera, drama, or musical performance. 
Surtitling requires projector and shows the translated or transcribed 
lyrics projected above the scene. Surtitling follows the same subtitling 
guidelines for television, except the subtitle must be slower due to the 
speed of stage performance. 
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b. Interlingual audiovisual translation 
In interlingual translation, the source language and target language 
used are different, it is similar to translation in general. Interlingual 
translation can be defined as the replacement of elements of one language, 
the domain of translation, by equivalent elements of another language in 
the range of translation. Karamitroglou (2000: 10), mentioned three types 
of intralingual AVT as follow: 
1) Voice-over 
Karamitroglou (2000: 10) defines voice over as a term used to refer to 
the audiovisual language transfer methods of dubbing, narration and 
free commentary collectively, and describes the attempt to cover (partly 
or entirely) the spoken source text of an original audiovisual production 
by a new spoken target. 
2) Dubbing 
Karamitroglou (2000: 11) states that dubbing covers entirely the spoken 
source text with the target text and tries as much as possible to fits the 
lip movements of the original. Unlike voice-overs, which does not 
emphasize the lip movements of the original, audiences rarely learn 
what the voice of their favourite movie star sounds like. Instead, they 
get accustomed to the voice of the actor/talent who commonly dubs the 
particular celebrity. 
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3) Subtitling. 
Diaz-Cintas (2014: 10) gives definition to subtitling as “a translation 
practice that consists of presenting a written text, generally on the lower 
part of the screen, that uses to recount the original dialogue of the 
speakers, as well as the discursive elements that appear in the image 
(letters, inserts, graffiti, inscriptions, placards, and the likes, and the 
information that is contained on the soundtrack (songs, voices off). 
Subtitling can be in the form of intralingual or interlingual, depending 
on the use.” 
 
C. Video Games Translation 
1. The development of video games 
In 1950s, the dawn of television, 3D movies, and rock ‘n’ roll, video 
game were invented in the 1950s too, only they were played by a very few 
people on very large computers (Rogers 2014: 4). Rogers (2014: 4) added 
that the first video game programmers were students in the computer labs of 
large universities like MIT and employees of military facilities at 
Brookhaven National Laboratories. Early games like OXO (1952), 
Spacewar! (1962), and Colossal Cave (1976) had very simple or even no 
graphics at all (Kevin Hile 2010). They were displayed on very small black 
and white oscilloscope screens. After playing Spacewar! at the University 
of Utah’s computer lab, future Atari founders Ted Dabney and Nolan 
Bushnell were inspired to create Computer Space, the first arcade video 
game, in 1971. While (despite the name) the first arcade games could be 
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found in bars, arcades dedicated to video game began appearing by the late 
1970s. 
Years after, video game console was invented. A console is a gaming 
platform that can be used in the home. A microprocessor runs the electronic 
device, which sends a video display signal to the user’s TV set or monitor 
(Rogers, 2014: 5). Unlike the dedicated controllers of an arcade machine, a 
home console controller has enough buttons, triggers, and analog controls 
to allow for a variety of games to be played. And unlike the dedicated 
motherboards in early arcade games, which could only hold one game, 
console games use cartridge, CD, and DVD media to allow players to 
quickly change games. From the late 1970s onwards, there have been many 
home consoles. Some of the more popular and/or well-known previous 
generation ones include the Atari 2600 and Jaguar, the Mattel Intellivision, 
the Colecovision, the Nintendo Entertainment System and Super Nintendo, 
the Sega Genesis and Dreamcast, and the 3DO interactive player. Current 
consoles such as the Playstation 3, Xbox 360, and Nintendo Wii continue to 
bring gaming into the homes of millions of gamers worldwide (Hile, 2010: 
12). 
As personal computers (or PCs) became popular in the late 1970s, 
both video game programming and video game playing became more 
common. An entire generation of game developers started off in their 
bedrooms, programming games on their PCs. These early games were stored 
on tape drives and floppy discs. While early computer video game attempted 
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to emulate games found at arcades, the addition of the keyboard allowed 
greater user input, giving rise to unique game genres including the text 
adventure game. Longer periods of time spent at the computer also meant 
longer gaming experiences and simulations; construction and management 
and strategy games started to become popular.  
L. Kent in Hile (2010: 15) added that as the computer hardware, 
memory, and storage evolved to CD and DVD media, computer games 
became more detailed, more involved, and more complex. The rise of the 
first person shooter (or FPS) can be attributed to the popularity of the mouse 
controller. By the mid of 1990s the computer was the ultimate gaming 
platform. Several gaming genres, particularly strategy, FPSs, and massively 
multiplayer online games (or MMOs) remain very strong on the computer 
platform. 
Video game, basically is an electronic game which is a part of 
modern daily life. It’s users ranged widely from children to adults. Lots of 
people play video game for various purposes such as; to kill their time, as a 
hobby, as an entertainment, even as a job. Before video game was 
discovered, there were lot of games which are involved direct contact 
between two or more players. Deesri (2002) defines game as an activity with 
rules, a goal and an element of fun. It also involves many factors such as 
rules, competition, relaxation, and learning, in particular.  
As game technology evolved and new storage media options 
introduced, games started to include more data, more advanced and realistic 
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graphics, and more elaborate storylines. Not only could be played by single 
person on an enormous machine, video games have become easier to play, 
carry, and even they do not need direct contact between two players or more. 
In particular, the transition from CD ROM to DVD as a storage medium 
means that for the first time human voices could be recorded for game 
dialogues, as opposed to the text boxes that had been widely used until that 
point. Since video game developed, “gamer” terminology began popular to 
describe the one who plays or interested in video game. That makes video 
game more popular in society. In detail, Frasca (2001: 4) defines video game 
as a computer-based entertainment software, either textual or image-based, 
using any electronic platform, such as personal computers or consoles and 
involving one or multiple players in a physical or networked environment. 
As well as Frasca, Bernal Merino (2006: 6) states that video games 
are an interactive multimedia form of entertainment, powered by computer 
electronics, controlled by a keyboard or a mouse (or other peripherals like 
game controllers or steering wheels), and displayed on some kind of screen. 
The devices used for it have to available as a way to display the visual 
quality in order to transfer the amusement to the viewers (Purnomo, 2015). 
It is also stated by Mangiron (2013) that video games as entertainment 
software applications containing text, images and sound that can be played 
in an electronic platform, such as a PC, a console or a mobile phone. They 
are, therefore, interactive multimedia and multimodal products with a strong 
audiovisual component, based on complex systems of rules, and designed 
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with the primary function of entertaining, albeit not exclusively limited to 
that function. 
A video game is made up of different assets that need to be translated 
and localized, namely in-game text, art assets, audio and cinematic assets, 
and printed materials (Chandler in Mangiron and O’Hagan, 2013: 122). 
Sometimes, there is also other assets such as “read me” files which contain 
setup information for users including minimum specifications requirements, 
press and market release, official game’s website, and online help. Each of 
video game asset has been explained by Mangiron and O’Hagan (2013) as 
can be seen on the following: 
a. In-game text assets, refer to all the text present in the user interface (UI) 
(such as menus, help messages, tutorials and system messages), narrative 
and descriptive passages, exposition tutorial and all dialogues that are not 
voiced-over and only appear in written form, such as conversations held 
with non-playable characters (NPCs), who are driven by the game system 
and cannot be controlled by the player. 
b. Art assets, are all those graphics and images, such as maps, signs, text in 
images, and notices that include text in the original version and must be 
adapted for the localized versions. They are also known as “textual 
graphics” and “graphic text”. 
c. Audio and cinematic assets, include all those elements with audio, lip 
synch voice over, non-lip synch voice over, songs performed by game’s 
character/theme songs, environmental sound  that need to be translated. 
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Printed materials include all those elements in print that accompany a 
video game, such as the instruction manual, strategy books, the 
packaging and other associated para-text such as advertisement, poster, 
etc. 
2. The development of subtitling 
Subtitling has been mentioned before as a type of audiovisual 
translation, and it can also be categorized as intralingual and interlingual 
audiovisual translation. Luyken (1991) in Diaz Cintas (2014: 21) defines 
subtitle as; 
… condensed written translations of original dialogue which appear as 
lines of text, usually positioned towards the foot of the screen. Subtitles 
appear and disappear to coincide in time with the corresponding portion 
of the original dialogue and are almost always added to the screen 
image at a later date as a post-production activity. 
 
Díaz-Cintas & Remael (2007) also states that AVT is a well-
established research area within translation studies that has gained visibility 
since the 1990s due to the proliferation of audiovisual materials in our 
society. In details, Díaz-Cintas and Remael (2014: 10) defines subtitling as 
a translation practice that consists of presenting a written text, generally on 
the lower part of the screen, that endeavors to recount the original dialogue 
of the speakers, as well as the discursive elements that appear in the image 
(letters, inserts, graffiti, inscriptions, placards, and the like), and the 
information that is contained on the soundtrack (songs, voices off).  
Subtitle shows information in the form intralingual or interlingual 
based on the needs, and subtitle also has time constraint in showing the 
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information on the screen. Interlingual subtitle is a type of language transfer 
in which the translation, that is subtitles, do not replace the original source 
language (SL) but rather, both are present in synchrony in the subtitled 
version. Subtitles are said successful when not noticed by the viewer. To 
achieved that, subtitler need to comply with certain levels of readability and 
be as concise as necessary in order not to distract the viewers’ attention from 
the program. 
Each type of audiovisual translation is different. They has their own 
uniqueness and characteristics. Tomaszkiewicz in Bogucki (2009) proposes 
a set of inadequacies that characterize subtitling as can be seen on the 
following: 
a. Subtitles occupy part of screen and may obscure important visual clues, 
thus contaminating the visual channel. Conversely, in some cases the 
visual background may render some subtitle unintelligible, which might 
occur, for instance when the color contrast is low. For these reason, some 
subtitle may have to be moved to the top of the screen, creating 
momentary confusion on the part of the audience and prolonging the 
response time. 
b. The additive nature of subtitling means that, on the top of already 
complex artistic such as image, dialogue, soundtrack, and text, the viewer 
has to focus on captions. Every few seconds the eyes should look on the 
bottom of screen, from the left to the right in order to read the captions. 
While it does not normally prohibit the viewer from following the plot, 
30 
 
details of camera movements, viewing angle, actors’ body language, and 
facial expressions may easily get lost. 
c. The shift from spoken to written mode means that modifications to the 
target text are inevitable. 
d. The constraints on subtitling means that considering the original (spoken) 
text is par for the course. According to the six-second rule proposed by 
Diaz Cintas and Ramael (2014), subtitles should be comfortably read in 
six seconds or less, which means that they have to be short and to the 
point. 
e. Despite the cost of subtitle being generally a fraction of that of dubbing, 
professional subtitle software packages are very highly priced, which 
leads many freelancers/fan subtitler to more competitively priced, but 
usually less functional alternatives. 
In subtitling there are also constraints or restrictions. The technical 
spatial and temporal constraints of audiovisual program relate directly to the 
format of subtitles. Diaz Cintas and Ramael (2009: 21) states three 
constraint as can be seen on the following; 
a. Space. 
In the limited space allowed for a subtitle there is no room for long 
explanation. Two lines of text are usually the norm in subtitling. The 
number of characters per line depends on a number of factors, including 
the subtitling workstation used. Readability is essential factor in 
subtitling, it has been suggested that an ideal subtitle is a sentence long, 
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with the clauses of which it consists placed on separate lines (Diaz 
Cintas and Ramael, 2007). 
b. Time. 
The length of subtitle is directly to it is on air time. Accurate in and out 
timing is very important and the text in subtitles should always be in 
balance with appropriate reading time setting. No matter how perfect a 
subtitle in terms of format and content, it will always fail to be 
successful if viewers does not have enough time to read it. 
c. Presentation. 
Subtitles are mostly eats up 20% of screen space. Important factor for 
their legibility are the size of the characters, their position on screen. In 
this digital age, those problems are solved by offering the choice of any 
font and font size supported. These technical constraint determine 
subtitles works practice and their linguistic choices. 
Every mode of audiovisual transfer has it’s disadvantage. This can 
at best attempts to imitate the experience of watching the movie or video 
game in the original, but never equal to it. Subtitling offers real thing, but 
abridges translation that breaks viewers’ concentration. 
Subtitling is well known developed on more established media such 
as TVs, cinemas, movies, and DVD, as a thriving area of research in 
translation studies. Despite the fact that subtitling is largely used in TVs, 
cinemas, movies, and DVDs, subtitling for newer electronic media, such as 
video games, multimedia products and software applications, remains 
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largely unexplored to date. Díaz-Cintas and Remael (2014) briefly refer to 
this topic when they state that computer games and interactive software 
programs are taking subtitling to the borders between AVT and localization 
since these games travel not only subtitled, but also adapted to the cultural 
sensibilities of the target gamer. 
Providing fully subtitled video game will be beneficial for a wide 
range of gamers. It would allow all gamers using subtitles not to miss any 
information due to environmental noise and it would also ensure 
accessibility for deaf and hard of hearing gamers. In addition, it would bring 
benefit to gamers to learn language and playing video game which are not 
of their native ones. However, it must be emphasized that providing subtitles 
in video game should be legible and facilitate comprehension, thereby it 
results in an enhanced and more satisfactory gameplay experience. 
Generally video game subtitle are longer than subtitles for other 
media. Bartoll in Cintas (2008) lists features of game subtitles as follow: 
a. Combine monochrome and polychrome fonts, they use different types of 
font. 
b. They can be static or dynamic. 
c. They can be presented in different part of the screen (bottom, top, side, 
and inside speech bubble).  
Indeed as highlighted by Bartoll, subtitles in video game present a wider 
variety in terms of layout compared to other kinds of subtitles, due to the 
more ludic and playful nature of video game itself. 
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In the development of subtitling in video game field, there is still no 
exact guide in it. Costales in O’Hagan & Mangiron (2013) presents an 
interesting case study about the translation of the adventure game Code 
name: Kids next door. Operation V.I.D.E.O.G.A.M.E. (2005), where he 
analyses the quality of the subtitles, which do not follow the guidelines 
proposed by the industry and academia. There is a subtitle which contain 
141 characters that remains on screen for only 8 seconds, which literally not 
possible to read completely. Therefore, if players miss out on important 
information, due to sub-standard subtitling, they may not be able to perform 
some of the tasks they need to perform in order to be able to progress in the 
game. 
The decision to subtitle a video game should be made at the design 
stage, in order to avoid having to do costly and lengthy modifications to the 
game code, as subtitle displays in video game must be programmed 
individually for each video game. The common way of doing so consists of 
using a text file document, often the script, to hold the information regarding 
who is speaking, what they are saying, and the time at which it is said. In 
case of interlingual subtitles, translators usually work with a text file or a 
spreadsheet containing the script, which often they have to translate without 
having access to the original game. Translation for the subtitle is done 
directly in the file, and no subtitling application used, contrary to what is 
usually done for subtitling other audiovisual products, such as movies where 
certain subtitling program package are used. 
34 
 
3. The development of video games translation 
Video games translation basically rooted from subtitling or screen 
translation, but the question whether we should use the term translation or 
term localization when speaking about video game is uncertain. Bushouse 
(2015: 2) defines video game translation as a complex process that 
incorporates a number of aspects from other types of translation, such as 
literary, audiovisual, and software translation, to form a dynamic whole. 
Meanwhile, Bernal Merino (2006: 217) argues that the term localization is 
an industrial term that denotes more than just translation, for example the 
marketing decision to use different soundtrack for American market rather 
that to use Japanese (original soundtrack). As a new medium, video games 
also presents their own challenges to translation in the form of interactivity, 
technology, non-textual and extra-textual elements, audience involvement, 
and new business practices. Even though video games are a relatively new 
medium, the practice of translating them has undergone drastic 
transformations over the years. 
Within recent years scholars such as Minako O’Hagan, Carmen 
Mangiron, and Miguel Bernal-Merino have finally begun to establish video 
game as an area for research within translation studies, but much work 
remains to be done. As a hybrid form of translation, video game translation 
combines elements of software, literary, theater, audiovisual translation, and 
more. Because of this, while the individual aspects included in the process 
may not be unique to video game, such as subtitling or use of programming 
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code, it is the specific combination of all of these into one product that sets 
video game apart from other types of translation. Although the source code 
itself is generally left alone (unless it does not support foreign language 
fonts, or change to the gameplay need to be made), game translators still 
need to be able to work around the code to accomplish their jobs. In order 
the text to be displayed properly by the program it is embedded in 
programming code, a process that fragments the text into short “language 
textstrings” and then scatters them across the code, so as to accommodate 
interactive textual clusters (Tarquini in Bushousse, 2015: 15). 
The fundamental factor that sets video game apart from other types 
of media is the fact that video game are interactive. Instead of passively 
reading a story or watching a play or movie unfold, video game players can 
directly impact the outcome or order of the narrative. Players take control of 
the game’s main character or characters, and actively guide them through 
the story. Unlike other forms of storytelling, however, video game’s nature 
as a multimedia product makes creating this suspension of disbelief harder 
because of the increased room for error. Tarquini (2014) in Bushouse (2015: 
25) states that video game text or string is made up of language strings 
extracted from a formal language, containing tags, metadata and variables. 
Variables are certain code used to refer to character, item, or event names 
that will then display the correct name when the video game is played.  
Errors such as typos or grammatical mistakes can destroy the experience and 
make the game less enjoyable, although these are not always completely 
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under the translator’s control due to technological difficulties that will be 
discussed in the next section. Inconsistencies in the game world can also 
ruin a player’s immersion, such as when a character in a medieval setting 
refers to a modern concept or uses modern slang. 
Creating consistent and understandable naming conventions as well 
as adding explanatory notes, is therefore important to translators to be able 
to locate the correct files and section in translating video game. However, 
Bernal Merino (2006: 74) argues that even when all the possible precautions 
have been taken and files have been organized following an intuitive naming 
convention, translating video game from spreadsheets can be confusing and 
time consuming because usually translator does not have visual or aural 
information of video game. Somehow, the procedure of translating video 
game using spreadsheet is considerably better than the method used in the 
last two decades of the twentieth century, where the text requiring 
translation was directly written into the game code, creating a complicated 
situation for both translators and engineers who were forced to puzzle over 
thousands of game source code lines (Bernal Merino 2006). Merino added 
that it is not impossible for untrained eye to understand programming 
languages, but it is certainly different from reading a novel, a screenplay or 
a set of subtitles. 
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4. Video games fan translation 
Although the technology behind computers is a complex one, 
requiring solid programming skills, it seems to be an unavoidable facet of 
human ingenuity that, whenever people enjoy a certain product or service, 
some of them will feel compelled to learn and refine it to fit their own 
personal preferences or needs. Not everyone could cope with foreign 
language, though, and eventually someone decided to translate a video game 
to help their friends. That is why fan translation becomes introduced and 
well spread. A practice of refining computer software or in this case 
specifically video game had already started in the 1990s known as video 
game fan translation or more comprehensive define as “romhacking” by 
(Sánchez in Mangiron and O’Hagan, 2013: 296). 
One of the most obvious needs for people unable to understand the 
language of release, initially only English or Japanese, was the translation 
of instruction manuals, and immediately after, the UI, system messages, and 
subtitles. Games involving some storytelling or complex instructions, as 
opposed to pure gameplay, were beyond the reach of many fans for many 
years, so spontaneous, gamers with programming skills and knowledge of 
several languages started to refine the video game to fit their needs. They 
love the video game and want to share the enjoyment of video game to their 
friends. By this time, translation cannot be separated from video game 
themselves, and were distributed in the form of an illegal, modified copy of 
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the original video game – there were no official ways of obtaining video 
game and nobody enforce copyright (Rambousek in Petru, 2011: 31). 
One thing to be considered in fan translation is the practice of 
translating a text or program without the owner’s expressed authorization 
is also illegal in principle although it has been practiced since antiquity. In 
the case of fan-translation, the practice is perceived as both illicit and 
admissible, although it is admittedly illegal (Muñoz-Sánchez in Díaz-
Montón, 2011: 60). Bearing all this in mind, and although fan translation 
falls technically within what is described as illegal, developers and 
publishers are more concerned about mass piracy, a phenomenon which 
really affects their profits. There has never been a court action brought 
against fan translation groups because they actually seem to contribute to 
the popularity of games and brands. The individuals participating in fan 
game translation are true fans and loyal clients of that particular brand. 
Long before World Wide Web was introduced, the video game fan 
translation products did not well spread. Someone translated a video game, 
but gave it to their friends only because they had no way to pass it on. 
Eventually, through World Wide Web a fan translator built their own 
personal website and spread their project or product there, visitors came and 
download, some even started send the translator suggestions for correction 
or even missing translation parts. For several reason, that act have several 
consideration; first, there were legal concerns that the web page owner could 
get into trouble for piracy. Second, the server space provided by the hosting 
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provider was limited and the download had to be kept to minimum size. To 
overcome that, commonly fan translator share “patches” for video game 
which come in several part and smaller size. 
Perhaps, the most important point concerning fan-sourcing is that, 
despite its technical complexity, time-intensive requirements and dubious 
legal status, players have been spontaneously getting together in order to 
collaborate in the translation (or retranslation) of games, making it available 
for free to players for more than fifteen years. They can be used as an 
educational aid in translation studies for student to practice translation in the 
new medium, in this case is video games (Sánchez, 2009). It is also may 
even be beneficial for the original copyright holders because they contribute 
to the spread and popularity of games beyond the natural distribution area 
and time-window allocated by the publishers (Díaz-Montón, 2011). 
 
D. Video Games Translation Problems 
In translating a new medium such as video games, there are always 
problems and challenges encountered by the translators. Video games are 
ultimately computer software products, so translating them is a very 
technologically involved process. Video games have lot of files inside which 
inter-connected one to another. The combination of several elements such as 
software, literary, theater, and audiovisual translation made the video games 
translation apart from other types of translation. It is also made the video games 
translation more difficult and challenging. Bushouse (2015: 7) addressing the 
interactivity found in video games translation such as the technological 
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difficulties, non-textual and extra-textual elements, the level of audience 
involvement, and the general business practice of video games translation. 
Unlike other forms of storytelling, however, video games nature as a 
multimedia product makes creating this suspension of disbelief harder because 
of the increased room for error. Merino (2013) states that immersion may suffer 
because of bad translation, confusing instructions, unclear menus, poor voice 
acting and a long list of bugs. Errors such as typos or grammatical mistakes can 
destroy the experience and make the video games less enjoyable, although these 
are not always completely under the translator’s control due to technological 
difficulties. 
In translating video games, although the source code is generally left 
alone (unless it does not support foreign language fonts, or changes to the 
gameplay need to be made), translators still need to be able to work around the 
code to accomplish their jobs. Tarquini in Mangiron (2014) states that in order 
for the text to be displayed properly by the program it is embedded in 
programming code, a process that fragments the text into short text strings and 
then scatters them across the code, “so as to accommodate interactive textual 
clusters.” To be able to translate the game, the text strings are extracted from the 
code and put in a spreadsheet next to a number that identifies where the text 
string came from so that it can be successfully re-implemented once translated. 
Context is particularly an issue because the linearity of the text is 
destroyed due to its fragmentation between different computer files or even 
within the same file. While this is not as much of a problem for regular software 
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translation which is more functionally oriented, it does disrupt the storytelling of 
video games. Translators also have to be familiar with programming code so that 
they do not accidentally change any of it during translating, causing new glitches 
or bugs to appear in the game. This means translators are responsible for the 
functionality of the game as well as its translation. Programming codes are not 
easily able to deal with the complexities of natural languages, and programmers 
have a hard enough time trying “to take into account the various syntactical and 
morphological rules. 
In novels or movies there is no such barrier, and in fact the consumers 
could skip to the end at any time if they so wished. This means that the story 
presented in the video game has to be compelling enough to motivate players to 
push through the difficult gameplay sequences and make it to the end. The 
translators, then, are under even more pressure to create a polished translation 
that encourages players to keep playing the game. On the other hand, it also 
means that if the translator is running out of time, it might be best to concentrate 
on the beginning of the game, which everyone is guaranteed to experience, 
instead of the end, which may not be reached at all. 
Because playability and immersion are the main goals of video game 
translation, and because gameplay can affect the meaning of the story and the 
player’s ability to reach the end of it, the translation of the gameplay is crucial. 
Players must be able to understand how to interact with the game and how the 
game mechanics work in order to successfully play it. Therefore, tutorials and 
help messages need to be translated as clearly as possible so that the player is 
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not confused. This type of text is not just technical, but may be presented in the 
game in the form of character dialogue, meaning that it has to be diegetic, or 
seem as if it would make sense within the game world. 
Based on Bushouse’s (2015) explanation, the researcher took and 
modified the video games translation problems into 3 categories to simplify the 
research. There were technical problems, coding problems, and content 
problems. Technical problems cover all aspect technically such as preliminary 
preparation for using CAT (Computer Assisted Translation) Tools, the operating 
system requirements to play or preview the video game, comprehension in CAT 
Tools and operating the CAT Tools itself in translating the video game. Coding 
problems cover all aspects in adjusting video game text string using CAT Tools, 
character codes, and sprite fonts. Content problems involve all problems in 
difficult words/sentences/terminologies, and idioms. 
Technical problems became the most frequent problem encountered by 
the students of Video Games Translation Class. It was occurred because the use 
of CAT Tools in the translation process. There was two CAT Tools used to 
translate the video games; Hex Workshop and Notepad++. The difficulties came 
from the interface of each CAT Tools because it is strange and contain lot of 
codes inside. Technical problems and coding problems was inseparable since the 
basic function to organize the text strings using codes such as to insert space, full 
stop, and to divide the translation into two lines. Meanwhile the content 
problems was less encountered or could be said that insignificant because the 
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students used to translate lot of literary forms such as novels, books, short stories, 
and articles before. 
 
E. Video Games Translation Strategies 
1. Video games translation strategies 
As long as video games are concerned, the concept of ‘right’ or 
‘wrong’ translation does not apply and translators focus on achieving the 
objective of meeting a functionalist objective: preserving the game 
experience. Therefore, fulfilling the expectations of the users in the target 
audience is the underlying principle. Specifically, to achieve that goal 
Costales (2014) proposed seven main translation strategies in translating 
video game as can be seen on the following: 
a. Domestication & foreignization 
The term domestication and foreignization initially used by 
Venuti in Merino (2014: 6) to distinguish between translation which is 
aimed to keep “foreign flavor” or closer to the target culture. 
Foreignization strategy is intended to keep the look and feel of original 
video game into the target locale. On the other hand, domestication aims 
to bring the video game closer to the target culture. There is a difference 
among expert about the terminology, other expert call it as localization. 
The term “localization” was first coined by software developers in the 
late 1980s “to reflect the introduction of linguistic-cultural elements 
considered foreign to the initial source code, content and display in 
US/American English” (Folaron in O’Hagan and Mangiron 2013: 68).  
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Localization Industry Standarts Association (LISA) also defines 
localization as involving to take a product and make it linguistically and 
culturally appropriate to the target locale (country/region and language) 
where it will be used and sold. Basically those terminologies are the 
same and commonly used in translation. From the Venuti’s perspective, 
Pokémon Ranger and Sastratsuki have foreignization ideology, because 
both of video games using English as their main language in video game 
environment. Even though Sastratsuki developed by Indonesian, it uses 
foreignization ideology through the use of English as the main language 
of this game. Domestication and foreignization are commonly found in 
video game translation as can be seen on the following: 
SL: Many dangerous animals lived in the forest, but the 
most fearsome among them is the Jaguar. 
TL: Banyak hewan liar yang tinggal hutan, tapi yang paling 
ditakuti adalah Macan. 
b. No translation 
No translation strategy can be used to keep the point of video 
game such as the name of character, place, terms which are widely 
known by gamers. Also to avoid loss of gaming experience if those 
names/terminologies are translated to target locale. No translation can 
be seen on the following example: 
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SL: His old grandpa, Alex is a former US Navy Seals. 
TL: Kakeknya yang bernama Alex adalah mantan anggota 
Navy Seals AS. 
c. Transcreation 
This strategy was applied by Mangiron & O’Hagan (2006: 8) to 
video game in order to preserve the video game experience in the target 
locale by the creativity of the translator in translating the video game. 
Transcreation intends the creativity of the translator to select alternative 
in order to preserve video game experience. The example of 
transcreation was explained by Mangiron & O’Hagan (2013: 8) in their 
book in the case of Final Fantasy X. There is a weapon in FFX called 
“Furinkazan”, an expression made up four character in Japanese but it 
has long meaning. As fast as wind, as quiet as forest, as daring as fire, 
and immovable as the mountain. In English version it becomes 
“Conqueror” which denote that the weapon is the killer one among the 
other. Transcreation must occurs in such case like aforementioned 
because other translation strategy cannot be applied on that. 
d. Literal translation 
This strategy commonly uses by the translator in translating 
video game and it is effective in case of sports title, racing games, and 
simulators where there is a good amount of specific terms. But in some 
cases, the terms does not translated because the terms are regularly uses 
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in professional sector. This strategy can be easily found in translating 
as can be seen on the following: 
SL: Tony is a gangster involved in all short of shady 
business. 
TL: Tony adalah penjahat yang terlibat dalam segala 
macam bisnis hitam. 
e. Loyalty 
Several video game are designed on the basis of literary work 
such as films, comic book, and novel. Therefore, translators have to 
keep balance between translating by their creativity and the meta-
textual reference to achieve an appropriate game experience to target 
audience. The example of loyalty can be found in Assassin Creed video 
game, one of the dialogue said “but something larger than the Assassins 
and Templars is approaching. Bigger than all of us, and if we can’t find 
a way to stop it-these next few weeks will probably our last”. This 
dialogue shows that the characters and the storyline did not altered after 
the novel adapted to video game. 
f. Loss of meaning & compensation 
Translator can pose additional challenges in translating 
especially on titles and narrative of video game. In case there is a partial 
loss when translating the text. Translator may have to rewrite the text 
in order to afford compensation for the loss text. The following is an 
example of loss of meaning in video game translation: 
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SL: Hello Hana, I’m Andy! But you can call me Digital 
God if you want to. 
TL: Halo Hana, namaku Andy alias Dewa Digital. 
g. Censorship 
The translation of video game into different cultures also has to 
deals with legal issues. A country probably has different legal issues 
about video game with another. Translator has to consider the video 
game aspect such as showing excessive violence, offensive language, 
prohibited symbol, sexual connotation, and political element. The 
example of censorship can be seen on Final Fantasy IV Nintendo 
version.  
 
 
 
 
A dancing girl (sprite image) that is found in the beginning of the game 
in Japanese version is threw off her dress and danced in bikini. However 
it was deemed too suggestive for the American version, then it was 
edited by putting a new dress designed specifically for the American 
version. 
2. Video games spatialization strategies 
Translating a video game has a greater number of specific 
restrictions inherent in the medium both technically such as space and 
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spatial constraint. Thereby spatial problems become a challenge for the 
translators to convey message in Video Games Translation (Mangiron and 
O’Hagan, 2013; Šiaučiūnė and Liubinienė, 2011). In order to deal with 
spatial constraints, Purnomo (2018) proposed spatialization strategies 
consist of two main strategies; diegetic and non-diegetic strategies. 
a. Diegetic strategies 
Diegetic strategies are textual strategies, in which translators 
modify the textual aspects of certain messages to fit with the necessity 
to transfer mechanical and narrative messages of the video games 
(Purnomo, 2018: 5). Diegetic strategies consist of seven strategies. The 
explanation of each strategy can be seen on the following: 
1) Abbreviation 
Abbreviation strategy is a strategy in which the translators 
abbreviate words to fit the dialogue box. The following is an 
example of abbreviation strategy in video game translation: 
SL: I assume you know where the book is? 
TL: Aku rasa km tahu dmn bukunya? 
2) Condensation 
This strategy is applied by condensing the idea of a message 
with an implied meaning resulting from the combination of 
linguistics and game aesthetics. The following is an example of 
condensation strategy in video game translation: 
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SL: I knew our faith in you was not misplaced. 
TL: Kami tidak salah mempercayaimu. 
3) Omission 
In omission, as the name implies, the translators delete 
information considered less or not significant for the gamers 
(Purnomo, 2018: 5). This strategy is different from condensation 
omitting the implied meaning of a certain message as omission 
deletes the message itself. The following is an example of omission 
strategy in video game translation: 
SL: Go back to the wrecked house and inspect it to find the 
evidence we’re missing! 
TL: Kembali ke rumah itu dan selidiki lagi! 
 
“…to find the evidence we’re missing!” remaining not 
translate by the translator because the gamers considered 
understand the purpose of re-inspect the house. 
4) Symbolization 
Symbolization, is a strategy which converts words into 
symbols or signs to maximize the spatial domain of dialogue boxes. 
By converting words into symbols or signs, significant information 
from the game messages is expected to be preserved. The following 
is the example of symbolization strategy in video game translation: 
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SL: This football jersey has got the number nine on it. 
TL: Jersey sepakbola ini bernomor 9. 
5) Retention 
Retention is a strategy with similar departure point as pure 
borrowing from translation techniques adopting the original 
expression from source language on the messages of the target game. 
The adoption is exercised with a spatial consideration that if the 
adoption is not executed, spatial problems will become eminent. The 
following is an example of retention strategy in video game 
translation: 
SL: Dave was found dead in his room this morning. 
TL: Dave ditemukan tewas dikamar pagi ini. 
6) Mediation 
Mediation, is a strategy that focuses on searching for words or 
expressions with synonymous meaning but fewer in character 
numbers. The following is an example of mediation strategy in video 
game translation: 
SL: Put some money aside for emergency, Tom. 
TL: Sisihkan uang untuk hal darurat, Tom. 
7) Violation 
Violation, is a strategy that locates the translator as a violator 
of writing rules including that of grammar and punctuation. The 
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following is an example of violation strategy in video game 
translation: 
SL: There are 6 items in the list below. Find those items 
hidden within the garden and click on them. 
TL: Ada 6item dalam list. temukan ditaman ini dan 
klik itemnya. 
b. Non-diegetic strategies 
Non-diegetic strategies are strategies focusing on graphics 
exploitation to adjust the graphics with the textual elements of the 
games so that spatial constraints could be solved (Purnomo, 2018: 7). 
Non-diegetic strategies are sub-classified into five strategies. The 
explanation of each strategy can be seen on the following: 
1) Iconizing 
This strategy is to convert ASCII/Unicode textstring into 
image or sprite font. By converting text into image based text, 
translators have a free hand to transfer messages since image 
based text is modifiable at the cost of data size increase, from 
which, in the case of mobile games, contributes to the 
unwillingness of potential gamers from downloading the game 
(Purnomo, 2018: 7). 
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Figure 2.2 Sprite font 
2) Typefacing 
In this strategy, the translators convert the font type of the 
messages to fit the available space. Font type refers to font face 
and font case (Purnomo, 2018: 7). For instance, from Courier 
New into Times New Roman and the letter being uppercase and 
lowercase conversion. 
3) Lettering 
This is a strategy, in which the translator converts the font 
size to adjust the message with the provided space (Purnomo, 
2018: 7). The following is an example of lettering strategy in 
video game translation: 
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Figure 2.3 Lettering strategy in Spiderman Unlimited 
4) Ballooning 
Ballooning, is a strategy in which the translator graphically 
modifies dialogue boxes to adjust the message length (Purnomo, 
2018: 8). The following is an example of ballooning strategy in 
video game translation: 
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Figure 2.4 Ballooning strategy in Spiderman Unlimited 
5) Windowing 
Windowing, of which the name comes from the 
computational term of click based dialogue box. In windowing, 
the dialogue boxes are aesthetically altered or redesigned with a 
primary emphasis on aesthetic highlight and secondary emphasis 
for clear message transfer. This strategy is made possible due to 
the presence of modding, graphics modification on original 
games through certain computer programs like Self Development 
Kit (SDK) (Purnomo, 2018: 8). 
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F. Previous Related Studies 
To prove the originality of this research, the researcher conducted this 
research based on the previous studies from books, thesis and international 
journal articles which are relevant to this research. The first previous research is 
entitled Game Localization: Translating for the global digital entertainment 
industry (2013) composed by lecturers and experts in video game translation and 
localization, Minako O’Hagan from Dublin City University and Carmen 
Mangiron from Universitat Autònoma de Barcelona. The book was published in 
2013 is concerned with lot of information specialized and dynamic professional 
area of localization practice especially in video game subject. The purpose of 
this book is to seek and stimulate the scholarly interest in the subject of video 
game translation and localization. It contains relevant and specific information 
which address the practical needs of industry, systematic training of translators, 
and localizer. 
They expose all about localization in video game in term as a part of 
translation. In this book, they also discuss about cultural contexts in video game 
which is comparison between US and Japan. It also gives a pedagogical issues 
in training specifically for localizers in order to prepare them for industrial field. 
Fan localization is also discussed in this book, meaning that “modding” by fans 
in term of whole aspects of video game, not only linguistically. For example, the 
highly successful Counter-Strike (1999), which is a so-called “total conversion 
mod” of the commercial FPS title Half-Life (1998), showcases some significant 
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raw talents, with some of these modders subsequently hired by Valve, the 
original developer of the game. 
The similarity this book and this research is both of them use video game 
as the subject research. There are also differences starting from the video game 
titles, used theories, and the discussions focus. This research only focuses on 
problems and strategies in translating video game Pokémon Ranger and 
Sastratsuki by the students of Video Games Translation Class. Meanwhile the 
book does clearly mentioned group/fans community which commit video game 
translation or video game localization. The conclusion is that video game 
localization have been developed from the beginning into a well specialized high 
stakes business. Video game translation enables gamers to enjoy playing video 
games in their own languages regardless of the original languages of the 
products.  
The second research entitled Challenges in the Translation of Video 
Games (2007), this research written by Miguel Á. Bernal-Merino, an expert in 
video game localization and translation also a lecturer in Media Translation, 
Roehampton University.  In his research, Bernal-Merino discusses and explains 
the different textual types that translators might find when working for the 
multimedia interactive entertainment software industry, also how different video 
games needs different treatments and skills to translate. The goals of Merino’s 
are: (1) to highlight the complexities of translating multimedia interactive 
entertainment software products; (2) To urge translation studies and localization 
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scholars to study the characteristics of game translation in order to improve 
existing practices. 
Merino’s research uses the same field as this research that is video game 
translation. The difference is that Merino does not mention the video game title, 
meaning that it is for general explanation of video game translation challenges. 
The use of CAT Tools (Computer Assisted Translation) is also different, 
Merino’s mentions lots of CAT and TMT (Translation Memory Tools) 
commonly used in professional sector such as Trados, CafeTran, and WF, but he 
does not mention Hex Workshop and Notepad++, the CAT Tools in which the 
translators used in this research. 
The third research entitled Translation Strategies Employed in the 
Facebook Game Criminal case: Corpse in a Garden (2016). This article is 
written by Shela Nurita, a college student of English Study Program of Dian 
Nuswantoro University. The article explains translation strategies dealing with 
non-equivalent at word and idiom level in translating Facebook Games Criminal 
Case. The unit analysis of the research is every utterance in every scene of the 
video game. The goals of Shela’s are: (1) to describe translation strategies which 
are used in Criminal Case game; (2) to classify the strategy dealing with non-
equivalence at word level and strategies dealing with idioms. 
In her research, Shela uses the theory of Mona Baker (1992) to analyze 
the data she found. The result shows that both of strategies, dealing with non-
equivalence at word level, and idiom are used in the research. Translation by 
using a loan word or loan word plus explanation is mostly employed by the 
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translator in translating non-equivalence at word level. The difference from this 
research lies in the theory used to analyze the data and the video game title. This 
research uses the theory of Alberto Fernandes Costales (2014) and Purnomo 
(2018) to analyze the video games translation strategies.  
The last previous research entitled Game Localization: Unleashing 
Imagination with ‘Restricted Translation’ (2006) composed by experts in video 
game translation and localization, also lecturer, Minako O’Hagan from Dublin 
City University and Carmen Mangiron from Universitat Autònoma de 
Barcelona. The article explains about the priorities and constraint associated with 
the translation of particular video game genres, which relies heavily on 
imagination and creativity to deliver satisfactory video game experience for 
gamers. In this case study, they took best-selling Playstation video game series, 
Final Fantasy FFX and FFX-2 as the objects. The goals of the article are: (1) 
examining constraint associated with translation video game; (2) examining the 
challenge faced by localizers in localizing Final Fantasy; (3) focusing on the 
challenge on the scope of linguistic and cultural issues on Final Fantasy. 
The result shows that most elements of the video game have to be 
localized by avoiding any abbreviations for the sake of clarity such as help 
message which only have one line or item menus have fixed length. The name 
for weapons, items, and ability often needs to be re-created to fits the locale. All 
of the process of localization is in the scope of a professional localizer and 
translator. That is one difference from this research The others are all aspects of 
video game were localized to locale on Final Fantasy FFX and FFX-2, whereas 
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this research only focuses on linguistic aspects, specifically in-game text assets 
which contain textstrings. 
Those four previous researches show video game translation and 
localization on the scope of professional field. Mangiron and O’Hagan (2013) 
briefly discuss about fans translation in the form of group and crowdsourcing, 
but they do not specifically mentioned the process of fan translation and it’s 
guidelines. Meanwhile this research was conducted to seek what were the 
strategies used and what were the problems in video game translation. In this 
case the sixth semester students of English Letters IAIN Surakarta of Video 
Games Translation Class were categorized as an amateur or fans translator. 
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CHAPTER III 
RESEARCH METHODOLOGY 
 
A. Research Design 
In this research, the researcher applied a descriptive qualitative method 
to achieve the goals. By using descriptive qualitative method, the research only 
collected, classified, analyzed the data and then drew conclusions. Miles and 
Huberman (2014) states that a qualitative research is conducted through intense 
and/or prolonged contact with participants in a naturalistic setting to investigate 
the everyday and/or exceptional lives of individuals, groups, societies, and 
organizations.. Maanen (1983) in Borg and Gall (1996: 187) defines qualitative 
method as an array of interpretative techniques which seek to describe, decode, 
translate, and otherwise come to terms with the meaning, not the frequency, of 
certain more or less naturally occurring phenomena in the social world. 
Furthermore, Miles and Huberman (1994: 9) also state that qualitative data 
tends to be in the form of words than series of number. 
Qualitative research is the type of research taken by researcher to 
discover something on the subject of the research by the process of description. 
Qualitative method was applied to this research because the data were not 
statistical data but video games text string. Although there was a simple 
counting in this research, it was only used as a method to analyze the data so 
that the researcher can draw the conclusion. The simple counting in this 
research also later represented the problems and the use of strategies by 
translators in translating Pokémon Ranger and Sastratsuki video game. 
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This research focused on video games translation on Pokémon Ranger 
and Sastratsuki video game. The purpose of this qualitative research is to find 
out and describe the problems and the strategies used by the translators in 
translating role-playing video games Pokémon Ranger, and casual video game 
Sastratsuki. As the researcher stated in Limitation of the Problems, the 
researcher focused on video games text string or narratives. The researcher 
collected the data, and analyzed it and tend to use his own interpretation and 
additional theories to analyze the data found in the object and to draw 
conclusions. 
 
B. Data and Source of Data 
Arikunto (1998: 91) defines that data as all the facts and numbers which 
can be made into materials to find information. From the aforementioned 
definition, data are all empirical facts collected by the researcher for the sake 
to solve the problem or answer the question of a research. There are two kinds 
of data: (1) primary data and (2) secondary data. As stated by Creswell (1996: 
184), the data are reported in form of words or pictures rather than numbers. 
Based on this explanation, the data of this research included video games text 
strings, theory, and the interview with the 7 translators which were transcripted. 
Furthermore, Arikunto (1998:102) also states that data source refers to 
the subject from which the data are obtained. Data are obtained from various 
sources gathered using variety of techniques during the course of the research 
such as: book, television, newspaper, magazine, movie, etc. There are 2 
problems statements on the research, the first was video games translation 
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problems and the second was video games translation strategies. Based on the 
explanation aforementioned, the primary data source for video games 
translation problems were the interview with 7 translators, and the secondary 
data is the video games translation problems classification which were taken 
and modified from Bushouse (2015). In the Video Games Translation Class, 
the total amount of the students were 27 persons. They were divided into 7 
groups, and each group consist of 4 persons or 3 and they work collaboratively 
to make a good translation of such video games. The interview was taken place 
in two places; Pasca Sarjana Building and The Garden Library of IAIN 
Surakarta. The researcher chose 7 translators from each group which has a role 
in translating Pokémon Ranger and Sastratsuki video game and did interviews 
with them. The interview with each of the translator was conducted on 
September 6th, 12th, 18th, 20th, 23th, 24th, 29th, 2018. The researcher proposed 
14 questions about Pokémon Ranger translation problems and 16 questions 
about Sastratsuki translation problems for each translator. 
The primary data source of video games translation strategies were the 
Pokémon Ranger and Sastratsuki original and translated version. The 
secondary data were obtained from the interview with 7 translators 
(informants) of Pokémon Ranger and Sastratsuki video game in Video Games 
Translation Class. Pokémon Ranger is a role-playing action adventure game 
which was developed jointly by HAL Laboratory and Creatures Inc. This game 
was first released in Japan on March 23rd, 2006. Meanwhile, Sastratsuki video 
game was developed by I After Smile and released on 2007 for Android and 
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Windows platform. The video game is Casual touch-based arcade-game with 
various game for each character. 
 
C. Research Instrument 
In this research, the researcher had the main role as the research 
instrument. As Moleong (2005: 131) states that one of characteristics for 
qualitative research is the researcher is able to be the research instrument. 
Bodgan and Biklen (1982) also states that qualitative research has the neutral 
setting as the direct source of the data and the researcher is the key instrument. 
In detail, Moleong (2005: 131) states that the researcher was able to take part 
as the planner, collector of data, analyst of interpreting data, and reporter of the 
research result. In this research, the main instrument was the researcher himself 
and the supporting instruments were the original Pokémon Ranger and 
Sastratsuki and the translated version by the students of Video Games 
Translation Class. 
 
D. The Technique of Collecting Data 
Technique of collecting data refers to the way the researcher obtains the 
data which are observed. The technique of collecting data is very important 
step in research and should be taken seriously in order to obtain results that are 
in line with the expectations. Creswell (1996:182) states that data collection 
means a series of interrelated activities aimed at gathering good information to 
answer emerging research question. Goetz and LeCompte in Sutopo (2002: 
186) states that the technique of collecting data can be categorized into two 
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ways, interactive and non-interactive. Interactive method include interview, 
observation, and focus group discussion. Meanwhile non-interactive method 
include questionnaire, documentation, and unrole observation.  
 The technique of collecting data in qualitative research has some steps 
which are stated in Cresswell (1996: 185) as follows: 
The data collection steps involve (a) setting the boundaries for study, 
(b) collecting information through observations, interviews, 
documents, and visual materials, and (c) establishing the protocol for 
recording information. 
 
Based on the definition aforementioned, this research used documentation and 
interview method, in which the researcher collect the video games translation 
project and interviewed each of 7 translators to collect the data. Here the 
explanation of each method used to collect the data: 
1. Documentation method 
a. Collecting the Pokémon Ranger and Sastratsuki video games from all 
translators, translated and the original version. 
b. Playing the video games. To get better understanding of the video games, 
the researcher plays the games for both version English and Indonesian. 
This step aims to know the translation results and see the content of the 
original and translated one. Capture screenshot of video games screen 
also needed in this step for both version. 
c. Re-writing and classifying the data on the table to make the data easier 
to analyze. The researcher also includes the coding of the data in which 
it is the process of organizing the material into chunks or segments of 
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text in order to develop a general meaning of each segment (Cresswell, 
2009: 227). 
2. Interview method 
a. Preparation. The researcher conducted some preparations before 
interview, such as: (a.) determining place and time of interview (b.) 
making the question list proposed to informants (c.) preparing all 
instruments needed in interview, such as: notebook, pen, and tape 
recorded or hand phone to record all conversation between researcher and 
informants. The purpose of this step was to make the interview well 
conducted. 
b. Interview. The researcher interviewed informants in Pasca Sarjana 
Building and The Garden Library of IAIN Surakarta. During the process 
of interview the researcher recorded all conversation using hand phone 
and notes the points of conversation. The aim of interview was to seek 
the information needed for this research. Meanwhile the recording 
interview was very important related to the authenticity of the data. 
c. Transcribing. The researcher made transcript of the interview from the 
recording. This aims to facilitate researcher to collect the data easier. 
d. Selecting. The researcher selected the data which were according with 
the objectives of the research by reading and underlining the answers of 
each informant to know each problems they faced and the strategies they 
used in translating the video games. 
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e. Classifying. The selected data was presented into two tables based on 
video games title as can be seen later on data analysis. 
 
E. The Technique of Analyzing Data 
The process of data analysis begun when the researcher starts collecting 
data. Moleong (2005) states that data analysis is a process of organizing and 
classifying the data into pattern, category and basic unit of analysis in order to 
find a theme to formulate hypothesis as data suggest. Based on the 
characteristic of this research (descriptive-qualitative), data analysis is 
conducted with interpretation method. Miles and Huberman (2014: 31) gives 
explanation that in analyzing qualitative data, the researcher can be through 
several steps. 
The first step is data condensation. This step refers to the process of 
selecting, focusing, simplifying, abstracting, and/or transforming the data that 
appear in the full corpus (body) of written-up field notes, interview transcripts, 
documents, and other empirical materials. By condensing, we’re making data 
stronger. After all the original and translated video games had been collected, 
the researcher condensed the data which were related to the problems of 
translating the video games. The researcher also identified the type of the 
problems. 
The second step is data display, goes a step beyond data reduction to 
provide an organized, compressed assembly information that permits 
conclusion drawing. A display can be an extended piece of text or a diagram, 
chart or matrix that provides a new way of arranging and thinking about the 
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more textually embedded data. To organize all data in order to be not lose or 
confusing, data display was needed. The researcher displayed the data in the 
form of text string and organized the data into table in order to make them 
classified and easier to read. The outcome of this step is the analysis focusing 
on the type of the problems and the strategies applied in translating the video 
games by the translators. 
The last step is drawing and verifying conclusion. This step is a part of 
the whole research configuration. After the data displayed in the form of table, 
then the researcher would able to interpret it and reaches conclusions and 
verifications. In the data analysis process, the researcher applied coding 
system.  The purpose was not to number the data, but was to make the 
researcher easier in selecting and classifying the data from the data sheet. The 
example of the coding are: 
T1/PROB/(POK/SAT)/(TECH/COD/CONT)/P5/D1 
T1/STR/(POK/SAT)/IGT/P5/D1 
Coding explanation: 
T1  : Number of transcript  PROB : Translation problem  
STR : Strategy   IGT : In game-text assets 
POK : Pokémon Ranger  AAT : Art assets 
SAT : Sastratsuki   TECH : Technical problem 
P5  : Page of transcript  CONT : Content problem 
D1  : Number of data  COD : Coding problem 
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Notes: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
SL : Source Language 
TL : Target Language 
DF : Domestication & Foreignization 
NT : No Translation 
TC : Transcreation 
LT : Literal Translation 
LYL : Loyalty 
LMC : Loss of meaning & Compensation 
CS : Censorship 
ABR : Abbreviation 
CDN : Condensation 
OMS : Omission 
SYM : Symbolization 
RTN : Retention 
MDN : Mediation 
VLT : Violation 
ICN : Iconization 
TYF : Typefacing 
LTR : Lettering 
BLN : Ballooning 
WDW : Windowing 
Character : Character number alteration (punctuation 
included) 
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F. The Validity of Data 
After all the data collected, the next step is verifying the accuracy of 
the data to know whether it is accurate or not. The researcher has to make sure 
the data is relevant to the subject matter of the research. This step is clearly 
stated in Creswell (2000: 190), that “Qualitative validity means that the 
researcher checks for the accuracy of the findings by employing certain 
procedures ...”. Furthermore Creswell (2009: 191) states that validity is used to 
suggest determining whether findings are accurate from the standpoint of the 
researcher, the participant, or the readers of an account. From the previous 
definition, validation is the process to ensure that the data for the research are 
correct and can be used. 
Denzin (2012: 14) extends the idea of triangulation beyond it’s 
conventional association with researcher methods and design. He distinguishes 
four forms of triangulation. The first was data triangulation, which entails 
gathering data through several sampling. Strategies, so that slices of data at 
different times and social situations, as well as on a variety of people, are 
gathered. Findings can be corroborated and any weakness in the data can be 
compensated for by the strengths of other data, thereby increasing the validity 
and reliability of the results. 
The second was investigator triangulation, which refers to the use of 
more than one researcher, investigator, interviewer, in the field to gather in 
interpreting the data. The ability to confirm findings across investigator without 
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prior discussion or collaboration between them can significantly enhance the 
credibility of the findings. 
The third was theoretical triangulation, which refers to the use of more 
than one theories or hypothesis for gathering data when examining a situation 
or phenomenon. The idea it to look a situation or phenomenon from different 
perspective, through different lenses, with different question in mind. 
The last was methodological triangulation, is the use of multiple 
methods to study a situation or a phenomenon. The intention is to decrease the 
deficiencies and biases that come from any single method. In other word, the 
strengths of one method may compensate for the weakness of another method. 
Based on the four aforementioned triangulation method, the researcher 
chose data triangulation to check the validity of the data. This strategy is clearly 
stated by Creswell (2009: 200) that “use member checking to determine the 
accuracy of the qualitative findings through taking the final report or specific 
descriptions or themes back to participants and determining whether this 
participants feel that they are accurate. The researcher collected the data from 
documentation and interview, and then compared them in order to compensate 
a data by the strengths of other data. 
After the researcher collected and classified the data to be analyzed, the 
researcher does data validation. The researcher propose for the data validation 
to the expert. In this case, the researcher asks for help from one of the Lecturer 
of English Letters IAIN Surakarta to ensure the correctness of the data. The 
validator was highly qualified person of mastering translation proved with his 
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Doctoral degree in Linguistic Translation. The validator was definitely 
mastering translation of English-Indonesian and Indonesian-English especially 
in the field of video games translation and localization. Finally, after the data 
of the research was validated, the researcher was able to explain all of the 
suggestions from the expert or the validator. 
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CHAPTER IV 
RESEARCH FINDINGS AND DISCUSSIONS 
 
A. Research Findings 
After discussing the method of the research in the previous chapter, in 
this chapter the researcher would like to present the research findings and 
discussions. There were two problem statements in this research. First, the 
researcher focused on the problems faced by the translator in translating 
Pokémon Ranger and Sastratsuki video game. The second problem is about the 
strategies used by the translator in translating Pokémon Ranger and Sastratsuki 
video game. The researcher will give the result of the data by each problem 
statement. 
1. The problems faced by the translator in translating Pokémon Ranger and 
Sastratsuki video game 
These data findings are related to the problems faced by the 
translator in translating Pokémon Ranger and Sastratsuki video game. The 
interview was taken place in two places; Pasca Sarjana Building and The 
Garden Library of IAIN Surakarta. The researcher chose 7 translators from 
each group which has a role in translating Pokémon Ranger and Sastratsuki 
video game and did interviews with them. The interview with each of the 
translator was conducted on September 6th, 12th, 18th, 20th, 23th, 24th, 29th, 
2018. The researcher proposed 14 questions about Pokémon Ranger 
translation problems and 16 questions about Sastratsuki translation 
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problems for each translator. The detail of the translation problems could be 
seen on the following table. 
 
 
 
 
  
Later on, the total problems were classified into 3 problem 
categories namely Technical Problem, Coding Problem, and Content 
Problem as can be seen on the previous table. Technical problems cover all 
aspect technically such as preliminary preparation for using CAT 
(Computer Assisted Translation) Tools, the operating system requirements 
to play or preview the video game, comprehension in CAT Tools and 
operating the CAT Tools itself in translating the video game. Coding 
problems cover all aspects in adjusting video game text string using CAT 
Tools, character codes, and sprite fonts. Content problems involve all 
problems in difficult words/sentences/terminologies, and idioms. From the 
data of translation problems aforementioned, the researcher takes some 
examples followed by their explanations of each type of problem. 
a. Technical problems 
Technical problems are amongst the most frequent translation 
problems faced by the translator because the translation used CAT 
Tools, and it is different from conventional translation such as novel or 
book translation. CAT Tools has a different way to operate with a lot of 
Table 4.1  Pokémon Ranger and Sastratsuki translation problems 
Translation 
Problem 
Video Games 
Total Data Percentage Pokemon 
Ranger 
Sastratsuki 
Technical 22 15 37 46.25% 
Coding 15 9 24 30% 
Content 5 14 19 23.75% 
 80 100% 
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complexities inside it. In this research, there are 37 technical problems 
or 46.25%, included 22 technical problems from Pokémon Ranger and 
15 technical problems from Sastratsuki. Among these technical 
problems, the researcher takes 2 samples from Pokémon Ranger and 2 
samples from Sastratsuki. The following are the examples: 
1) Pokémon Ranger  T3/PROB/POK/TECH/P7/D1 
The researcher proposed a question to the translator from Group 
3 about the version of Hex Workshop. Hex Workshop is purchased 
application, meaning that after the translator installed it she has to 
insert key or license. The researcher asked whether she had problem 
about it or not. 
In this case, she did face the problem in installing and opening 
Hex Workshop. She said that after she installed the application she 
found problem about trial version or evaluation version but she did 
not understand the dialogue box and did not know to solve that. 
Thus, she asked the lecturer to help her overcome the problem. 
2) Pokémon Ranger T5/PROB/POK/TECH/P7/D2. 
The researcher proposed a question to the translator from Group 
3 about the experience of using Hex Workshop. In this case, the 
translator from Group 5 also faced the same problem about Hex 
Workshop interface. As a result of the complex interface and strange 
way to operate, it was made her confuse to look for the video game 
text string she wanted to translate. 
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3) Sastratsuki T7/PROB/SAT/TECH/P7/D5 
The researcher proposed a question to the translator from Group 
7. The researcher asked whether he experienced nwjs.exe stopped 
working or not when running Sastratsuki video game. He said that 
he often faced nwjs.exe stopped working. He added that to solve the 
problem he borrowed other laptops or notebooks from his group 
mates to run Sastratsuki video game. 
4) Sastratsuki T6/PROB/SAT/TECH/P6/D7 
In this case, the researcher proposed a question to the translator 
from Group 6 about the specification of system operation or also 
known as Windows Architecture. The researcher asked whether the 
translator uses 32bit or 64bit Windows operating system and does 
this affect for Sastratsuki. The translator said that her laptop did not 
fulfill the requirements for running Sastratsuki video game. She also 
said that she use her group mate laptops or notebooks to translate 
and run Sastratsuki video game. Other technical problems could be 
found on datum: T1/PROB/POK/TECH/P5/D2, 
T1/PROB/POK/TECH/P5/D3, T1/PROB/POK/TECH/P6/D4, 
T2/PROB/POK/TECH/P7/D2, T2/PROB/POK/TECH/P7/D3, 
T2/PROB/POK/TECH/P7/D5, T3/PROB/POK/TECH/P8/D2, 
T3/PROB/POK/TECH/P8/D3, T4/PROB/POK/TECH/P5/D2, 
T4/PROB/POK/TECH/P5/D3, T4/PROB/POK/TECH/P5/D4, 
T5/PROB/POK/TECH/P7/D3, T5/PROB/POK/TECH/P7/D4, 
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T5/PROB/POK/TECH/P7/D5, T6/PROB/POK/TECH/P4/D2, 
T6/PROB/POK/TECH/P4/D3, T6/PROB/POK/TECH/P5/D4, 
T7/PROB/POK/TECH/P5/D2, T7/PROB/POK/TECH/P5/D3, 
T7/PROB/POK/TECH/P5/D4, T1/PROB/SAT/TECH/P7/D2, 
T1/PROB/SAT/TECH/P7/D3, T1/PROB/SAT/TECH/P7/D5, 
T1/PROB/SAT/TECH/P8/D7, T2/PROB/SAT/TECH/P8/D3, 
T2/PROB/SAT/TECH/P8/D5, T3/PROB/SAT/TECH/P9/D2, 
T3/PROB/SAT/TECH/P9/D3, T4/PROB/SAT/TECH/P6/D3, 
T4/PROB/SAT/TECH/P6/D5, T4/PROB/SAT/TECH/P7/D6, 
T5/PROB/SAT/TECH/P8/D5, and T7/PROB/SAT/TECH/P7/D6. 
b. Coding problems 
Coding problems cover all aspects in adjusting or transferring 
video game string using CAT Tools from source language into target 
language such as codes related to the characters and sprite font. Coding 
problems need more attention from the translator because the result of 
the translation in the preview is depending on it. In this research there 
were found 24 coding problems or 30%, included 15 coding problems 
from Pokémon Ranger and 9 coding problems from Sastratsuki. Among 
these coding problems, the researcher takes 2 samples from Pokémon 
Ranger and 2 samples from Sastratsuki. The following are the examples: 
1) Pokémon Ranger T3/PROB/POK/COD/P8/D2 
In this case, the researcher proposed a question to the translator 
from Group 3 whether she had problem with text period or not. She 
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said that she faced problem about text period, especially for space. 
Sometimes, she forgot to type full stop when she wants to insert 
space to separate words, and that was made the result error or 
disarranged on the preview. 
2) Pokémon Ranger T7/PROB/POK/COD/P6/D4 
In this case, the researcher proposed a question to the translator 
from Group 7 about art assets in Pokémon Ranger video game. Art 
asset found in Pokémon Ranger was a sprite font “é”. Sprite font is 
basically an image font, so that it cannot be transferred literally by 
translating. The translator said that he felt confused to transfer the 
sprite font on the target language. Later on, the translator uses literal 
or alphabetic “e” on the target language to change the sprite font on 
source language. 
3) Sastratsuki T4/PROB/SAT/COD/P7/D3 
In this case, the translator proposed a question to the translator 
from Group 4 about the code in translating Sastratsuki. The 
translator said that she was confused about the character code in 
translating Sastratsuki. The character code in the video games text 
string was abbreviated and made the translator difficult to 
distinguish the dialogue of each character. 
4) Sastratsuki T1/PROB/SAT/COD/P8/D5 
In this case, the translator from Group 1 faced different coding 
problem. The translator faced problem in separating a text string into 
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two text strings. She faced a problem with separation or enter the 
code (/n). This code was used to separate a video game text string 
into two lines or two text string, in order to avoid the text string 
become too long. Sometimes, she wrong to type the code which later 
make the code have not work. Other coding problems could be found 
on datum: T1/PROB/POK/COD/P6/D2, 
T1/PROB/POK/COD/P6/D3, T1/PROB/POK/COD/P6/D4, 
T2/PROB/POK/COD/P7/D1, T2/PROB/POK/COD/P7/D3, 
T2/PROB/POK/COD/P7/D5, T3/PROB/POK/COD/P8/D1, 
T3/PROB/POK/COD/P8/D3, T5/PROB/POK/COD/P7/D2, 
T5/PROB/POK/COD/P8/D5, T6/PROB/POK/COD/P5/D4, 
T7/PROB/POK/COD/P6/D3, T7/PROB/POK/COD/P6/D5,  
T2/PROB/SAT/COD/P9/D2, T2/PROB/SAT/COD/P9/D4, 
T3/PROB/SAT/COD/P9/D1, T4/PROB/SAT/COD/P7/D4, 
T4/PROB/SAT/COD/P7/D5, T5/PROB/SAT/COD/P9/D2, and 
T7/PROB/SAT/COD/P7/D4. 
c. Content problems 
Content problems involve all problems about the content of the 
video game text string, difficult words/terminologies, and idioms. In this 
research there are 19 content problems or 23.75%, included 5 content 
problems from Pokémon Ranger and 14 content problems from 
Sastratsuki. Among these content problems, the researcher takes 2 
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samples from Pokémon Ranger and 2 samples from Sastratsuki. The 
following are the examples: 
1) Pokémon Ranger T4/PROB/POK/CONT/P6/D3 
In this case, the researcher proposed a question to the translator 
from Group 4 about difficult vocabularies or terminologies she faced 
in translating Pokémon Ranger. She said that she found a difficult 
vocabulary “selflessly” which was the first time she knew.  
In the case aforementioned, the word “selflessly” made her 
confused in translating Pokémon Ranger text string. This problem 
occurred because she never found the word before and did not know 
the meaning. 
2) Pokémon Ranger  T2/PROB/POK/CONT/P8/D4 
In this case, the researcher proposed a question to the translator 
from Group 2 about other content problems which might be faced 
by the translator in translating Pokémon Ranger. The translator said 
that she felt confused and difficult in arranging words to transfer the 
meaning in translating Pokémon Ranger text string. Moreover, she 
also has to maintain the total character on the target language. 
3) Sastratsuki T1/PROB/SAT/CONT/P9/D1 
In this case, the researcher proposed a question to the translator 
from Group 1 about difficult sentence or text string she might face 
in translating Sastratsuki. The translator said that she found difficult 
text string because the structure and the meaning of the text string is 
81 
 
confusing. She gave an example of the text string “You will have to 
fight the falling enemies attempting to infiltrate our ground!”. In 
brief, the translator did not translated the text string into target 
language because the translator did not understand the meaning of 
the text string. 
4) Sastratsuki T2/PROB/SAT/CONT/P10/D3 
In this case, the researcher proposed a question to the translator 
from Group 2 about difficult vocabularies or terminologies she faced 
in translating Sastratsuki. The translator said that she found several 
difficult cultural terms, or terminology from the character itself. The 
terminologies such as in data number 8 “prayer” become 
“istikhoroh”, and then data number 27, “bouncing bouncing 
doughnut”, and the last terminology on data number 31 is “final 
doughnut”. Those terminologies took more time to translate into the 
target language. Other content problems could be found on datum: 
T3/PROB/POK/CONT/P9/D4, T4/PROB/POK/CONT/P6/D4, 
T6/PROB/POK/CONT/P5/D4, T1/PROB/SAT/CONT/P9/D3, 
T2/PROB/SAT/CONT/P9/D1, T2/PROB/SAT/CONT/P9/D2, 
T3/PROB/SAT/CONT/P10/D1, T3/PROB/SAT/CONT/P10/D3, 
T3/PROB/SAT/CONT/P10/D4, T4/PROB/SAT/CONT/P7/D1, 
T4/PROB/SAT/CONT/P7/D3, T4/PROB/SAT/CONT/P8/D4, 
T5/PROB/SAT/CONT/P9/D1, T6/PROB/SAT/CONT/P6/D1, and 
T7/PROB/SAT/CONT/P7/D1. 
82 
 
2. The strategies used by the translator in translating Pokémon Ranger and 
Sastratsuki video game English into Indonesian 
a. Video games translation strategy 
There were seven strategies in translating video games proposed 
by Costales (2014) namely Domestication & Foreignization, No 
Translation, Transcreation, Literal Translation, Loyalty, Loss of 
Meaning & Compensation, and Censorship. These strategy applied in 
transferring the message or the meaning from SL to TL. The following 
are the types of translation strategies found in Pokémon Ranger and 
Sastratsuki video game translation: 
 
 
 
 
 
 
 
Based on the table, the researcher found 268 data of translation 
strategy consisted of 51 data or 19.02% of domestication & 
foreignization strategy, 30 data or 11.19% of no translation strategy, 2 
data or 0.74% of transcreation strategy, 150 data or 55.9% of literal 
translation strategy, 4 data or 1.49% of loyalty strategy, 31 data or 
11.56% of loss of meaning & compensation strategy, and no data found 
or 0% for censorship translation strategy. The researcher took some 
Table 4.2  Pokémon Ranger and Sastratsuki VGT strategies 
No Translation Strategy Occurrence Percentage 
1. Domestication & Foreignization 51 19.02% 
2. No Translation 30 11.19% 
3. Transcreation 2 0.74% 
4. Literal Translation 150 55.9% 
5. Loyalty 4 1.49% 
6. Loss of Meaning & Compensation 31 11.56% 
7. Censorship - 0% 
Total 268 100% 
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examples followed by their explanations of each type of strategy. The 
analysis is presented on the following: 
1) Domestication & foreignization 
Domestication & foreignization translation strategy are different 
one to another. Domestication translation strategy aims to bring the 
game closer to the target culture. Meanwhile, foreignization 
translation strategy is intended to keep the look and feel of the 
original game and transfer the atmosphere and the taste of the source 
culture into the target locale (Costales, 2014:7). In this research, 
there are 51 data or 19.02% of domestication and foreignization 
strategies from Pokémon Ranger and Sastratsuki video game. 
Among these domestication and foreignization strategies, the 
researcher takes 2 samples from Pokémon Ranger and 2 samples 
from Sastratsuki. The following are the examples: 
a) Pokémon Ranger  T3/STR/POK/IGT/P2/D6 
  
Figure 4.1 Pokémon Ranger domestication & foreignization strategy 1 
 
SL : How you selflessly go to the help of those in 
need… 
TL : Keikhlasan anda menolong mereka yang 
kesusahan… 
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In this case, the translator from Group 3 translated using 
domestication strategy. It can be seen from the translation of 
“selflessly” into keikhlasan. The translation is closer to the 
target language in term of the domestication aspect, than if it is 
translated into tanpa pamrih. Instead of culture, the diction also 
influenced by the faith of the translator. 
b) Pokémon Ranger T1/STR/POK/IGT/P3/D15 
  
Figure 4.2 Pokémon Ranger domestication & foreignization strategy 2 
 
SL : I look forward to seeing you. 
TL : Sampai jumpa. 
 
On the data aforementioned, translator from Group 1 used 
domestication translation strategy. She used sampai jumpa in 
translating “I look forward to seeing you” on the target text 
which is domestic expression. This expression is also commonly 
used in the target language. 
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c) Sastratsuki T1/STR/SAT/IGT/P4/D6 
  
Figure 4.3 Sastratsuki domestication & foreignization strategy 1 
 
SL : It’s me, Master Hurt! Get yourself ready to face 
the final test to become a full pledged ninja! 
TL : Gue Master Hurt! Sana, siap-siap buat UAN 
Ujian Akhir Ninja biar dianggap ninja sejati! 
 
On the data aforementioned, translator from Group 1 used 
domestication translation strategy. It can be seen from the use 
of vernacular language or Betawi’s accent on the target text, 
“It’s me…” translated into Gue…. Another aspect of 
domestication also can be seen on the translation “the final test” 
into UAN Ujian Akhir Ninja. The translation UAN is commonly 
used and well known in the target language as Ujian Akhir 
Nasional, but in this translation UAN stands for Ujian Akhir 
Ninja. 
 
 
 
86 
 
d) Sastratsuki T2/STR/SAT/IGT/P4/D8 
  
Figure 4.4 Sastratsuki domestication & foreignization strategy 2 
 
SL : Allow me to perform a prayer first to get a 
divine answer whether this test is sinful or not. 
TL : Boleh aku Istikhoroh dulu master? 
 
On the data aforementioned, translator from Group 2 used 
domestication translation strategy. She translated “perform a 
prayer” into “istikhoroh” which is a domestic expression. It is 
also considered with the context that the character in this video 
games is the most religious amongst the other characters, also 
with the video games context which has humour sense. Other 
domestication & foreignization translation strategy could be 
found on datum: T1/STR/POK/IGT/P3/D13, 
T1/STR/POK/IGT/P3/D16, T3/STR/POK/IGT/P3/D16, 
T4/STR/POK/IGT/P2/D6, T4/STR/POK/IGT/P3/D15, 
T4/STR/POK/IGT/P3/D16, T7/STR/POK/IGT/P2/D6, 
T1/STR/SAT/IGT/P4/D9, T1/STR/SAT/IGT/P4/D13, 
T1/STR/SAT/IGT/P4/D15, T2/STR/SAT/IGT/P3/D3, 
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T2/STR/SAT/IGT/P3/D5, T2/STR/SAT/IGT/P4/D9, 
T2/STR/SAT/IGT/P4/D11, T2/STR/SAT/IGT/P4/D16, 
T2/STR/SAT/IGT/P4/D17, T2/STR/SAT/IGT/P4/D18, 
T2/STR/SAT/IGT/P6/D29, T2/STR/SAT/IGT/P4/D32, 
T2/STR/SAT/IGT/P6/D34, T3/STR/SAT/IGT/P3/D5, 
T3/STR/SAT/IGT/P4/D13, T3/STR/SAT/IGT/P6/D33, 
T4/STR/SAT/IGT/P3/D3, T4/STR/SAT/IGT/P3/D4, 
T4/STR/SAT/IGT/P3/D5, T4/STR/SAT/IGT/P3/D7, 
T4/STR/SAT/IGT/P4/D8, T4/STR/SAT/IGT/P4/D9, 
T4/STR/SAT/IGT/P5/D19, T5/STR/SAT/IGT/P3/D4, 
T5/STR/SAT/IGT/P4/D19, T5/STR/SAT/IGT/P5/D22, 
T5/STR/SAT/IGT/P5/D28, T5/STR/SAT/IGT/P6/D36, 
T5/STR/SAT/IGT/P6/D38, T5/STR/SAT/IGT/P6/D40, 
T5/STR/SAT/IGT/P7/D44, T6/STR/SAT/IGT/P3/D4, 
T6/STR/SAT/IGT/P3/D5, T6/STR/SAT/IGT/P4/D15, 
T6/STR/SAT/IGT/P4/D17, T7/STR/SAT/IGT/P3/D6, 
T7/STR/SAT/IGT/P4/D8, T7/STR/SAT/IGT/P4/D13, 
T7/STR/SAT/IGT/P5/D18, and T7/STR/SAT/IGT/P5/D19. 
2) No translation 
No translation strategy can be used by the translator at any given 
point of the game such as certain names, terms, places or expressions 
(Costales, 2014:8). In this research, there are 30 data or 11.19% of 
no translation strategy from Pokémon Ranger and Sastratsuki video 
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game. Among these no translation strategies, the researcher takes 2 
samples from Pokémon Ranger and Sastratsuki video game. The 
following are the examples: 
a) Pokémon Ranger T7/STR/POK/IGT/P3/D17 
  
Figure 4.5 Pokémon Ranger no translation strategy 
 
SL : Spenser 
TL : Spenser 
 
On the data aforementioned, the translator from Group 7 used 
no translation strategy. As it said by Costales no translation can 
be used in certain names. “Spenser” itself is a certain name for 
the character in Pokémon Ranger which is a Ringtown Ranger 
Leader. Thus, the name was not translated into the target 
language. 
b) Sastratsuki T2/STR/SAT/IGT/P4/D13 
  
Figure 4.6 Sastratsuki no translation strategy 
 
SL : ... 
TL : ... 
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On the data aforementioned, the translator from Group 2 
translated using no translation strategy. “…” on the table 
represent an expression. It is Hurt’s expression toward another 
character. The context of the aforementioned example is Hurt 
cannot answer another character statement, so “…” represent 
silent or flat expression. Another example of “…” can be seen on 
the following: 
Sastratsuki T5/STR/SAT/IGT/P4/D17 
SL : ... 
TL : ... 
 
The example aforementioned has a different context although 
it was used no translation strategy. The context is that Hurt did 
not answer another character question because he felt annoyed 
with a lot of questions. Thus, although these are using the same 
no translation strategy, but these have different context and 
meaning. Other no translation strategy could be found on datum: 
T1/STR/POK/IGT/P3/D17, T2/STR/POK/IGT/P3/D17, 
T3/STR/POK/IGT/P3/D17, T4/STR/POK/IGT/P3/D17, 
T5/STR/POK/IGT/P3/D17, T6/STR/POK/IGT/P3/D17, 
T1/STR/SAT/IGT/P3/D4, T2/STR/SAT/IGT/P5/D28, 
T2/STR/SAT/IGT/P6/D33, T2/STR/SAT/IGT/P6/D36, 
T2/STR/SAT/IGT/P7/D39, T3/STR/SAT/IGT/P3/D3, 
T3/STR/SAT/IGT/P5/D20, T3/STR/SAT/IGT/P7/D37, 
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T3/STR/SAT/IGT/P7/D40, T3/STR/SAT/IGT/P7/D43, 
T4/STR/SAT/IGT/P4/D15, T5/STR/SAT/IGT/P5/D21, 
T5/STR/SAT/IGT/P7/D43, T5/STR/SAT/IGT/P7/D46, 
T7/STR/SAT/IGT/P3/D5, T7/STR/SAT/IGT/P4/D7, 
T7/STR/SAT/IGT/P4/D9, T7/STR/SAT/IGT/P4/D12, 
T7/STR/SAT/IGT/P4/D17, T7/STR/SAT/IGT/P5/D21, and 
T7/STR/SAT/IGT/P5/D24. 
3) Transcreation 
Transcreation is a concept applied to video games by Mangiron 
and O’Hagan (2006) in order to refer to the carte blanche of 
translators to meet the objective of preserving the game experience 
in the target locale (Costales, 2014:9). In this research, there are 
found 2 data or 0.74% of transcreation strategy from Sastratsuki 
video game. Meanwhile, there is no data found of transcreation on 
the translation of Pokémon Ranger. The following are the examples: 
a) Sastratsuki T2/STR/SAT/IGT/P4/D12 
  
Figure 4.7 Sastratsuki transcreation strategy 1 
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SL : Knowledgeable men will never say that they are 
knowledgeable. 
TL : Seperti padi, semakin berisi semakin merunduk. 
 
On the data aforementioned, the translator from Group 2 
used transcreation strategy. It can be seen on the target language 
which is really different from source language in term of 
sentence structure. The translator transferred the meaning 
through idiom seperti padi, semakin berisi semakin merunduk. 
Deeper, it has the same meaning that the more knowledgeable a 
person the more humble he or she should be. Actually, it is an 
advice from the ninja character which was intended to Master 
Hurt. 
b) Sastratsuki T4/STR/SAT/IGT/P4/D13 
  
Figure 4.8 Sastratsuki transcreation strategy 2 
 
SL : It’s lotus flower not that expensive car! 
TL : Lompat katak! Siapa juga yang bilang mobil? 
 
On the data aforementioned, the translator from Group 4 
used transcreation strategy. Transcreation taken place on the 
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terminology or the challenge name in the video game. “Lotus 
flower” which is translated into Lompat katak is transcreation 
strategy. The translator attempted to make the translation more 
general and understandable for gamer by using Lompat katak 
instead of Lompat teratai. Lompat katak has also mentioned in 
the previous text string on datum T4/STR/SAT/IGT/P4/D11. 
4) Literal translation 
This is an acceptable approach in video games and it may turn to 
be particularly effective in the case of sports titles, racing games or 
simulators, where there is a good amount of technical words and 
specific terminology (Costales, 2014:10). Literal translation became 
the most frequent strategy used by the translator. In this research, 
there are 150 data or 55.9% of literal translation strategy from 
Pokémon Ranger and Sastratsuki video game. Among these literal 
translation strategies, the researcher takes 2 samples from Pokémon 
Ranger and 2 samples from Sastratsuki. The following are the 
examples: 
a) Pokémon Ranger  T7/STR/POK/IGT/P2/D3 
  
Figure 4.9 Pokémon Ranger literal translation strategy 1 
 
SL : <Invitation> 
TL : <Undangan> 
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On the data aforementioned, translator from Group 7 used 
literal translation. <Invitation> which is translated into 
<Undangan> is literal translation and he transferred the 
meaning by using word for word. The translation also generally 
used in the target language rather than Invitasi. 
b) Pokémon Ranger T4/STR/POK/IGT/P2/D11 
  
Figure 5.0 Pokémon Ranger literal translation strategy 2 
 
SL : I will be waiting for you in Fall City next Sunday. 
TL : Aku akan menunggumu di Fall City besok 
minggu. 
On the data aforementioned, the translator from Group 4 
used literal translation strategy. It can be seen from word for 
word meaning transfer on the target language. 
c) Sastratsuki T6/STR/SAT/IGT/P3/D1 
  
Figure 5.1 Sastratsuki literal translation strategy 1 
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SL : The wisest of the Sastratsuki. 
TL : Yang paling bijaksana di Sastratsuki. 
 
On the data aforementioned, the translator from Group 6 
used literal translation strategy. It can be seen from the target 
text which is transferred word for word on the target language. 
d) Sastratsuki T5/STR/SAT/IGT/P4/D9 
  
Figure 5.2 Sastratsuki literal translation strategy 2 
 
SL : Cutting woods?! That’s villainous! 
TL : Memotong kayu?! Sadis sekali! 
 
On the data aforementioned, the translator from Group 5 
used literal translation strategy. It can be seen from the target 
text which is transferred word for word on the target language. 
Other literal translation strategy could be found on datum: 
T1/STR/POK/IGT/P1/D1, T1/STR/POK/IGT/P1/D2, 
T1/STR/POK/IGT/P2/D3, T1/STR/POK/IGT/P2/D5, 
T1/STR/POK/IGT/P2/D6, T1/STR/POK/IGT/P2/D9, 
T1/STR/POK/IGT/P2/D10, T1/STR/POK/IGT/P3/D11, 
T1/STR/POK/IGT/P3/D12, T1/STR/POK/IGT/P3/D14, 
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T1/STR/POK/IGT/P3/D18, T2/STR/POK/IGT/P1/D1, 
T2/STR/POK/IGT/P1/D2, T2/STR/POK/IGT/P1/D3, 
T2/STR/POK/IGT/P2/D4, T2/STR/POK/IGT/P2/D5, 
T2/STR/POK/IGT/P2/D6, T2/STR/POK/IGT/P2/D7, 
T2/STR/POK/IGT/P2/D8, T2/STR/POK/IGT/P2/D9, 
T2/STR/POK/IGT/P2/D10, T2/STR/POK/IGT/P2/D11, 
T2/STR/POK/IGT/P2/D12, T2/STR/POK/IGT/P2/D14, 
T2/STR/POK/IGT/P3/D15, T2/STR/POK/IGT/P3/D16, 
T2/STR/POK/IGT/P3/D18, T3/STR/POK/IGT/P1/D1, 
T3/STR/POK/IGT/P1/D2, T3/STR/POK/IGT/P2/D3, 
T3/STR/POK/IGT/P2/D5, T3/STR/POK/IGT/P2/D7, 
T3/STR/POK/IGT/P2/D9, T3/STR/POK/IGT/P2/D10, 
T3/STR/POK/IGT/P2/D11, T3/STR/POK/IGT/P2/D13, 
T3/STR/POK/IGT/P3/D14, T3/STR/POK/IGT/P3/D18, 
T4/STR/POK/IGT/P1/D1, T4/STR/POK/IGT/P1/D2, 
T4/STR/POK/IGT/P1/D3, T4/STR/POK/IGT/P2/D4, 
T4/STR/POK/IGT/P2/D5, T4/STR/POK/IGT/P2/D7, 
T4/STR/POK/IGT/P2/D8, T4/STR/POK/IGT/P2/D9, 
T4/STR/POK/IGT/P2/D10, T4/STR/POK/IGT/P2/D12, 
T4/STR/POK/IGT/P2/D13, T4/STR/POK/IGT/P2/D13, 
T4/STR/POK/IGT/P2/D14, T4/STR/POK/IGT/P3/D18, 
T5/STR/POK/IGT/P1/D1, T5/STR/POK/IGT/P1/D2, 
T5/STR/POK/IGT/P1/D3, T5/STR/POK/IGT/P2/D4, 
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T5/STR/POK/IGT/P2/D5, T5/STR/POK/IGT/P2/D7, 
T5/STR/POK/IGT/P2/D9, T5/STR/POK/IGT/P2/D11, 
T5/STR/POK/IGT/P2/D13, T5/STR/POK/IGT/P3/D14, 
T5/STR/POK/IGT/P3/D16, T5/STR/POK/IGT/P3/D18, 
T6/STR/POK/IGT/P1/D1, T6/STR/POK/IGT/P1/D1, 
T6/STR/POK/IGT/P1/D2, T6/STR/POK/IGT/P1/D3, 
T6/STR/POK/IGT/P2/D7, T6/STR/POK/IGT/P2/D8, 
T6/STR/POK/IGT/P2/D9, T6/STR/POK/IGT/P2/D10, 
T6/STR/POK/IGT/P2/D11, T6/STR/POK/IGT/P2/D13, 
T6/STR/POK/IGT/P2/D14, T6/STR/POK/IGT/P3/D15, 
T6/STR/POK/IGT/P3/D16, T6/STR/POK/IGT/P3/D18, 
T7/STR/POK/IGT/P1/D2, T7/STR/POK/IGT/P2/D4, 
T7/STR/POK/IGT/P2/D8, T7/STR/POK/IGT/P2/D9, 
T7/STR/POK/IGT/P2/D10, T7/STR/POK/IGT/P2/D11, 
T7/STR/POK/IGT/P3/D13, T7/STR/POK/IGT/P3/D14, 
T7/STR/POK/IGT/P3/D15, T7/STR/POK/IGT/P3/D16, 
T7/STR/POK/IGT/P3/D18, T1/STR/SAT/IGT/P3/D1, 
T1/STR/SAT/IGT/P3/D2, T1/STR/SAT/IGT/P3/D5, 
T1/STR/SAT/IGT/P4/D10, T1/STR/SAT/IGT/P4/D12, 
T1/STR/SAT/IGT/P4/D14, T1/STR/SAT/IGT/P5/D20, 
T1/STR/SAT/IGT/P5/D21, T1/STR/SAT/IGT/P5/D23, 
T2/STR/SAT/IGT/P3/D6, T2/STR/SAT/IGT/P4/D7, 
T2/STR/SAT/IGT/P4/D10, T2/STR/SAT/IGT/P4/D15, 
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T2/STR/SAT/IGT/P5/D25, T2/STR/SAT/IGT/P5/D26, 
T2/STR/SAT/IGT/P5/D27, T2/STR/SAT/IGT/P6/D31, 
T2/STR/SAT/IGT/P6/D35, T2/STR/SAT/IGT/P6/D37, 
T2/STR/SAT/IGT/P6/D38, T3/STR/SAT/IGT/P3/D2, 
T3/STR/SAT/IGT/P3/D4, T3/STR/SAT/IGT/P3/D6, 
T3/STR/SAT/IGT/P4/D8, T3/STR/SAT/IGT/P4/D10, 
T3/STR/SAT/IGT/P4/D12, T3/STR/SAT/IGT/P4/D15, 
T3/STR/SAT/IGT/P5/D19, T3/STR/SAT/IGT/P5/D23, 
T3/STR/SAT/IGT/P5/D25, T3/STR/SAT/IGT/P5/D27, 
T3/STR/SAT/IGT/P6/D35, T4/STR/SAT/IGT/P3/D1, 
T4/STR/SAT/IGT/P3/D2, T4/STR/SAT/IGT/P3/D6, 
T4/STR/SAT/IGT/P4/D14, T5/STR/SAT/IGT/P3/D2, 
T5/STR/SAT/IGT/P3/D5, T5/STR/SAT/IGT/P3/D6, 
T5/STR/SAT/IGT/P3/D7, T5/STR/SAT/IGT/P4/D12, 
T5/STR/SAT/IGT/P5/D20, T5/STR/SAT/IGT/P5/D23, 
T5/STR/SAT/IGT/P5/D24, T5/STR/SAT/IGT/P5/D26, 
T5/STR/SAT/IGT/P5/D29, T5/STR/SAT/IGT/P6/D31, 
T5/STR/SAT/IGT/P6/D32, T5/STR/SAT/IGT/P6/D33, 
T5/STR/SAT/IGT/P6/D35, T5/STR/SAT/IGT/P6/D37, 
T5/STR/SAT/IGT/P6/D39, T5/STR/SAT/IGT/P7/D45, 
T6/STR/SAT/IGT/P4/D11, T7/STR/SAT/IGT/P3/D1, 
T7/STR/SAT/IGT/P4/D11, and T7/STR/SAT/IGT/P5/D20. 
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5) Loyalty 
The video games which has metatextual references to the films, 
books or other art forms are related to the story being depicted in the 
game (Costales, 2014:11). In this research, there are 4 data or 1.49% 
of loyalty strategy from Sastratsuki. Meanwhile, there is no data 
found of loyalty strategy in Pokémon Ranger. The researcher takes 
2 samples from Sastratsuki. The following are the examples: 
a) Sastratsuki T3/STR/SAT/IGT/P4/D11 
  
Figure 5.3 Sastratsuki loyalty strategy 1 
 
SL : Hill Jump! You jump over hills! Perfect timing is 
everything! 
TL : Lewati lembah! Tapi gak perlu mendaki gunung, 
harus tepat waktu! 
   
On the data aforementioned, the translator from Group 3 
used loyalty translation strategy. It can be seen from the 
translation of “Hill Jump! You jump over hills!” into Lewati 
lembah! Tapi gak perlu mendaki gunung. The translation was 
inspired by or adapted from the soundtrack of Ninja Hatori 
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Animation. On the Ninja Hatori the song lyric said Mendaki 
gunung lewati lembah… and it was adapted into the translation 
of this string with little alteration on the lyric to adjust with the 
context of this video game. Instead of adjusting with the context, 
the alteration also occurred to build a humour sense on the 
translation. 
b) Sastratsuki T4/STR/SAT/IGT/P4/D12 
  
Figure 5.4 Sastratsuki loyalty strategy 2 
 
SL : What the? You want me to jump over cars?! I am 
not a stunt woman! 
TL : Hah?! Aku disuruh lompat mobil?! Aku bukan 
Mower Ranger! 
 
On the data aforementioned, the translator from Group 4 
used loyalty translation strategy. It can be seen from the 
translation of “Stunt woman” into “Mower Ranger”. The 
translation was inspired by or adapted from Power Ranger. 
Power Ranger was used because the ninja character has a green 
costume as green Power Ranger. The challenge also force the 
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ninja character to jump over lotus like Power Ranger used to be. 
On the target text “Power Ranger” was altered into “Mower 
Ranger” to build humour sense on the translation. Other loyalty 
translation strategy could be found on datum: 
T3/STR/SAT/IGT/P6/D28 and T5/STR/SAT/IGT/P3/D1. 
6) Loss of meaning & compensation 
Compensation strategies seem to be preferred on the basis of 
providing more intensive and compelling gameplay, the omission of 
contents is another alternative that can be observed in some games 
in which certain references to the origin culture cannot be easily 
adapted (Costales, 2014:11). In this research, there are 31 data or 
11.56% of loss of meaning & compensation strategy from Pokémon 
Ranger and Sastratsuki video game. Among these loss of meaning 
and compenstion strategies, the researcher takes 2 samples from 
Pokémon Ranger and 2 samples from Sastratsuki. The following are 
the examples: 
a) Pokémon Ranger  T7/STR/POK/IGT/P2/D7 
  
Figure 5.5 Pokémon Ranger loss of meaning & compensation strategy 1 
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SL : How you’ve trained and built your body to 
become a Ranger… 
TL : Kamu yang telah berlatih untuk menjadi seorang 
Ranger… 
 
On the data aforementioned, translator from Group 7 used 
loss of meaning translation strategy. “…built your body” was 
not translated into the target language. The strategy occurred 
because berlatih have represented the body building itself and it 
does not affect the meaning. 
b) Pokémon Ranger T5/STR/POK/IGT/P2/D8 
  
Figure 5.6 Pokémon Ranger loss of meaning & compensation strategy 2 
 
SL : All this I’ve come to understand and appreciate 
from the seven letters you’ve sent me. 
TL : Dari tujuh surat itu saya memahami kualifikasi 
anda. 
 
On the data aforementioned, the translator from Group 5 
used loss of meaning translation strategy. She did not translate 
“appreciate” on the target language but only translated 
“understand”. There is also a clause “I’ve come to understand” 
which is only translated into memahami. This clause means that 
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the person had taken a period of the time to finally become 
understand but it does not affect the meaning. 
c) Sastratsuki T6/STR/SAT/IGT/P3/D6 
  
Figure 5.7 Sastratsuki loss of meaning & compensation strategy 1 
 
SL : No ninja needs ladders nor stairs! They just need 
to jump! 
TL : Gak ada ninja yang pakai eskalator, apalagi lift! 
 
On the data aforementioned, translator from Group 6 used 
loss of meaning translation strategy. She did not translate “They 
just need to jump!” into the target language. This strategy 
occurred because on the previous text string there was an 
explanation about the challenge of the gameplay for the ninja 
clearly so that gamers knew and understood about it. 
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d) Sastratsuki T5/STR/SAT/IGT/P4/D8 
  
Figure 5.8 Sastratsuki loss of meaning & compensation strategy 2 
 
SL : Good! Before you cut the real hoodlums, you 
have to cut some woods! To test your nimble 
footwork! 
TL : Sip! Tapi tolonglah potongin kayu buat gue! Gue 
mau tahu sekuat apa lo! 
 
On the data aforementioned, the translator from Group 5 
used loss of meaning translation strategy. She did not translate 
“Before you cut the real hoodlums” into the target language. The 
strategy occurred because the previous text string told that the 
character very enthusiastic to beat the enemies. So that Hurt 
wants to test the ninja first before he cut the real hoodlums. 
Other loss of meaning & compensation strategy could be found 
on datum: T1/STR/POK/IGT/P2/D4, 
T1/STR/POK/IGT/P2/D7, T1/STR/POK/IGT/P2/D8, 
T1/STR/POK/IGT/P5/D16, T3/STR/POK/IGT/P2/D4, 
T3/STR/POK/IGT/P2/D8, T3/STR/POK/IGT/P2/D12, 
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T3/STR/POK/IGT/P3/D15, T5/STR/POK/IGT/P2/D6, 
T5/STR/POK/IGT/P2/D9, T5/STR/POK/IGT/P2/D10, 
T5/STR/POK/IGT/P2/D12, T5/STR/POK/IGT/P3/D15, 
T6/STR/POK/IGT/P2/D4, T6/STR/POK/IGT/P2/D5, 
T6/STR/POK/IGT/P2/D12, T6/STR/POK/IGT/P4/D15, 
T7/STR/POK/IGT/P1/D1, T7/STR/POK/IGT/P2/D5, 
T7/STR/POK/IGT/P2/D12, T1/STR/SAT/IGT/P4/D11, 
T1/STR/SAT/IGT/P5/D16, T3/STR/SAT/IGT/P6/D34, 
T3/STR/SAT/IGT/P7/D42, T5/STR/SAT/IGT/P6/D34, 
T7/STR/SAT/IGT/P3/D3, and T7/STR/SAT/IGT/P4/D14. 
7) Censorship 
The adaptation of a game to a different culture must take all legal 
issues into account. Some countries do have particular rules or 
regulations regarding video games showing excessive violence, 
offensive language, symbol, and the other (Costales, 2014:12). 
Censorship strategy mostly occurred on the visual aspects of the 
video games, but also could occur on the text string. In this research, 
there is no data found or 0% data using censorship strategy from 
Pokémon Ranger and Sastratsuki video game translation. 
b. Video games spatialization strategy 
In translating video games there were also spatialization strategy 
consist of seven diegetic and five non-diegetic strategies in order to deal 
with the character limitations or also known as spatial constraint. The 
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strategies were proposed by Purnomo (2018). The diegetic strategies 
consist of Abbreviation, Condensation, Omission, Symbolization, 
Retention, Mediation, and the last is Violation strategy. 
Non-diegetic strategies did not include in this research because 
the strategies are focusing on the graphics exploration to adjust the 
textual element so that spatial constraint could be solved. These 
strategies are inseparable from video games translation strategy because 
it is focused on word efficiency to deliver the message or the meaning 
in video game translation. The following are the types of diegetic 
strategies found in Pokémon Ranger and Sastratsuki video game 
translation: 
 
 
 
 
 
Based on the table aforementioned, the researcher found 290 data 
of diegetic strategy consisted of 9 data or 3.10% of abbreviation 
strategy, 87 data or 30% of condensation strategy, 40 data or 13.80% of 
omission strategy, 17 data or 5.87% of symbolization strategy, 64 data 
or 22.07% of retention strategy, 72 data or 24.82% of mediation 
strategy, and 1 data or 0.34% of violation strategy. The total data of 
Table 4.3  Pokémon Ranger and Sastratsuki diegetic strategies 
No Translation Strategy Occurrence Percentage 
1. Abbreviation 9 3.10% 
2. Condensation 87 30% 
3. Omission 40 13.80% 
4. Symbolization 17 5.87% 
5. Retention 64 22.07% 
6. Mediation 72 24.82% 
7. Violation 1 0.34% 
Total 290 100% 
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spatialization strategy is higher than the total data of video games 
translation strategy because there are 58 data has more than one 
strategy. The researcher took some examples followed by their 
explanations of each type of strategy. The analysis is presented on the 
following: 
1) Abbreviation 
Abbreviation strategy is a strategy in which the translators 
abbreviate words to fit the dialogue box (Purnomo, 2018:5). In this 
research, there are 9 data or 3.10% of abbreviation strategies from 
Pokémon Ranger and Sastratsuki video game. Among these 
abbreviation strategies, the researcher takes 2 samples from the data. 
The following are the examples: 
a) Pokémon Ranger T2/STR/POK/IGT/P2/D6 
  
Figure 5.9 Pokémon Ranger abbreviation strategy 
 
SL : How you selflessly go to the help of those in 
need… 
TL : Tanpa pamrih kamu menolong yg butuh 
bantuan… 
Character : 51  44 
 
On the data aforementioned, the translator from Group 2 
used abbreviation strategy. The strategy occurred in translating 
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“…to help of those in need…” into …menolong yg butuh 
bantuan… The word yg on the target language indicate the use 
of abbreviation strategy from the literal yang. The translator also 
successfully maintain the total character from 51 to 44 
characters. 
b) Sastratsuki T3/STR/SAT/IGT/P3/D5 
  
Figure 6.0 Sastratsuki abbreviation strategy 
 
SL : This is your last test. Do it well! 
TL : Ini UAN lo, kerjain hlo! 
Character : 35  24 
 
On the data aforementioned, the translator from Group 3 
used abbreviation strategy. The strategy occurred in translating 
“…last test…” into “…UAN…”. The word UAN itself is 
abbreviation from Ujian Akhir Ninja and it was mentioned on 
the other text string. The translator also successfully maintain 
the total character from 35 to 24 characters. Other abbreviation 
strategy could be found on datum: T2/STR/POK/IGT/P2/D7, 
T1/STR/POK/IGT/P2/D10, T1/STR/SAT/IGT/P4/D6, 
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T3/STR/SAT/IGT/P5/D25, T4/STR/SAT/IGT/P3/D4, 
T4/STR/SAT/IGT/P3/D5, and T6/STR/SAT/IGT/P3/D4. 
2) Condensation 
Condensation strategy is a strategy applied by condensing the 
idea of a message with an implied meaning resulting from the 
combination of linguistics and game aesthetics (Purnomo, 2018:5). 
In this research, there are 87 data or 30% of condensation strategies 
from Pokémon Ranger and Sastratsuki video game. Among these 
condensation strategies, the researcher takes 2 samples from the 
data. The following are the examples: 
a) Pokémon Ranger T2/STR/POK/IGT/P2/D11 
  
Figure 6.1 Pokémon Ranger condensation strategy 
 
SL : I will be waiting for you in Fall City next Sunday. 
TL : Aku menunggumu di Fall City minggu depan. 
Character : 51  41 
 
On the data aforementioned, the translator from Group 2 
used condensation strategy. The strategy occurred in translating 
“I will be waiting…” into “Aku menunggumu…”. The translator 
condensed the meaning “Aku akan menunggumu…” into “Aku 
menunggumu…” which does not affect the meaning or message 
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on the target language. The translator also successfully maintain 
the total character from 51 to 41 characters. 
b) Sastratsuki T2/STR/SAT/IGT/P3/D6 
  
Figure 6.2 Sastratsuki condensation strategy 
 
SL : What should I do? It’s not against the religion, 
right? 
TL : Aku harus bagaimana? Gimana kalau berdosa? 
Character : 55  42 
 
On the data aforementioned, the translator from Group 2 
used condensation strategy. The strategy occurred in translating 
“…It’s not against the religion, right?” into …Gimana kalau 
berdosa?. The translator condensed the translation by taking the 
point of the effect if she break the religion’s law and the 
meaning still transferred. The translator also successfully 
maintain the total character from 55 to 42 characters. Other 
condensation strategy could be found on datum: 
T1/STR/POK/IGT/P1/D1, T1/STR/POK/IGT/P2/D4, 
T1/STR/POK/IGT/P2/D6, T1/STR/POK/IGT/P2/D12, 
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T1/STR/POK/IGT/P3/D13, T1/STR/POK/IGT/P3/D14, 
T1/STR/POK/IGT/P3/D15, T1/STR/POK/IGT/P3/D16, 
T2/STR/POK/IGT/P2/D5, T2/STR/POK/IGT/P2/D12, 
T2/STR/POK/IGT/P2/D13, T2/STR/POK/IGT/P2/D14, 
T2/STR/POK/IGT/P3/D15, T2/STR/POK/IGT/P3/D16, 
T3/STR/POK/IGT/P1/D1, T3/STR/POK/IGT/P1/D1, 
T3/STR/POK/IGT/P1/D2, T3/STR/POK/IGT/P2/D4, 
T3/STR/POK/IGT/P2/D6, T3/STR/POK/IGT/P2/D7, 
T3/STR/POK/IGT/P3/D16, T4/STR/POK/IGT/P1/D1, 
T4/STR/POK/IGT/P2/D5, T4/STR/POK/IGT/P2/D13, 
T4/STR/POK/IGT/P3/D15, T4/STR/POK/IGT/P3/D16, 
T5/STR/POK/IGT/P2/D6, T5/STR/POK/IGT/P2/D8, 
T5/STR/POK/IGT/P2/D10, T5/STR/POK/IGT/P2/D13, 
T5/STR/POK/IGT/P3/D14, T5/STR/POK/IGT/P3/D16, 
T6/STR/POK/IGT/P2/D4, T6/STR/POK/IGT/P2/D4, 
T6/STR/POK/IGT/P2/D5, T6/STR/POK/IGT/P2/D6, 
T6/STR/POK/IGT/P2/D7, T6/STR/POK/IGT/P2/D10, 
T7/STR/POK/IGT/P1/D1, T7/STR/POK/IGT/P1/D2, 
T7/STR/POK/IGT/P2/D4, T7/STR/POK/IGT/P2/D5, 
T7/STR/POK/IGT/P2/D6, T7/STR/POK/IGT/P2/D12,  
T1/STR/SAT/IGT/P3/D2, T1/STR/SAT/IGT/P3/D5, 
T1/STR/SAT/IGT/P4/D9, T1/STR/SAT/IGT/P4/D10, 
T1/STR/SAT/IGT/P4/D11, T1/STR/SAT/IGT/P5/D15, 
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T1/STR/SAT/IGT/P5/D16, T1/STR/SAT/IGT/P5/D20, 
T1/STR/SAT/IGT/P5/D21, T1/STR/SAT/IGT/P5/D23, 
T2/STR/SAT/IGT/P3/D5, T2/STR/SAT/IGT/P4/D8, 
T2/STR/SAT/IGT/P4/D9, T2/STR/SAT/IGT/P6/D31, 
T2/STR/SAT/IGT/P6/D32, T2/STR/SAT/IGT/P6/D35, 
T2/STR/SAT/IGT/P6/D38, T3/STR/SAT/IGT/P3/D4, 
T3/STR/SAT/IGT/P3/D6, T3/STR/SAT/IGT/P4/D8, 
T3/STR/SAT/IGT/P4/D12, T3/STR/SAT/IGT/P4/D15, 
T3/STR/SAT/IGT/P5/D19, T3/STR/SAT/IGT/P6/D33, 
T4/STR/SAT/IGT/P3/D2, T4/STR/SAT/IGT/P3/D3, 
T4/STR/SAT/IGT/P3/D4, T4/STR/SAT/IGT/P4/D8, 
T5/STR/SAT/IGT/P3/D1, T5/STR/SAT/IGT/P3/D2, 
T5/STR/SAT/IGT/P4/D8, T5/STR/SAT/IGT/P4/D10, 
T5/STR/SAT/IGT/P5/D22, T5/STR/SAT/IGT/P6/D36, 
T5/STR/SAT/IGT/P6/D38, T5/STR/SAT/IGT/P7/D44, 
T6/STR/SAT/IGT/P3/D4, T6/STR/SAT/IGT/P3/D5, 
T6/STR/SAT/IGT/P4/D11, T7/STR/SAT/IGT/P3/D3, and 
T7/STR/SAT/IGT/P4/D11. 
3) Omission 
Omission strategy, as the name implies, the translators delete 
information considered less or not significant for the gamers 
(Purnomo, 2018: 5). In this research, there are 40 data or 13.80% of 
omission strategies from Pokémon Ranger and Sastratsuki video 
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game. Among these omission strategies, the researcher takes 2 
samples from the data. The following are the examples: 
a) Pokémon Ranger T3/STR/POK/IGT/P2/D12 
  
Figure 6.3 Pokémon Ranger omission strategy 
 
SL : You’ll find enclosed a ticket for the ferry to Fall 
City and an official Pokémon Ranger uniform. 
TL : Terlampir tiket menuju Fall City dan seragam 
Pokémon Ranger. 
Character : 96  60 
 
On the data aforementioned, the translator from Group 2 
used omission strategy. The strategy occurred because the 
translator omitted the message “You’ll find enclosed a ticket for 
the ferry to Fall City” into Terlampir tiket menuju Fall City. The 
omission occurred because the message is less significant and 
considered does not affect the meaning because the next text 
string explained about the harbour so that the ticket is indicated 
as a ticket for the ship. The strategy also successfully lower the 
total character from 96 to 60 characters. 
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b) Sastratsuki T5/STR/SAT/IGT/P4/D8 
  
Figure 6.4 Sastratsuki omission strategy 
 
SL : Good! Before you cut real hoodlums, you have to 
cut some woods! To test your nimble footwork! 
TL : Sip! Tapi tolonglah potongin kayu buat gue! Gue 
mau tahu sekuat apa lo! 
Character : 93  71 
On the data aforementioned, the translator from Group 5 
used omission strategy. The strategy occurred because the 
translator omitted the message “Before you cut real 
hoodlums…”. The omission considered does not affect the 
meaning because on the previous text string explained about the 
character’s enthusiasm to beat all of the enemies. Subsequently, 
Master Hurt have to test the ninja before he beat the real 
enemies. The strategy also successfully lower the total character 
from 93 to 71 characters. Other omission strategy could be 
found on datum: T1/STR/POK/IGT/P2/D7, 
T1/STR/POK/IGT/P2/D8, T2/STR/POK/IGT/P2/D8, 
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T2/STR/POK/IGT/P2/D9, T3/STR/POK/IGT/P1/D1, 
T3/STR/POK/IGT/P2/D5, T3/STR/POK/IGT/P2/D8, 
T4/STR/POK/IGT/P2/D5, T4/STR/POK/IGT/P2/D6, 
T4/STR/POK/IGT/P2/D7, T4/STR/POK/IGT/P2/D12, 
T5/STR/POK/IGT/P1/D1, T5/STR/POK/IGT/P2/D5, 
T5/STR/POK/IGT/P2/D6, T5/STR/POK/IGT/P2/D8, 
T5/STR/POK/IGT/P2/D10, T5/STR/POK/IGT/P2/D11, 
T5/STR/POK/IGT/P2/D12, T5/STR/POK/IGT/P2/D13, 
T5/STR/POK/IGT/P3/D14, T6/STR/POK/IGT/P1/D1, 
T7/STR/POK/IGT/P2/D7,  T1/STR/SAT/IGT/P4/D9, 
T2/STR/SAT/IGT/P3/D5, T2/STR/SAT/IGT/P4/D18, 
T3/STR/SAT/IGT/P4/D10, T3/STR/SAT/IGT/P4/D12, 
T3/STR/SAT/IGT/P5/D27, T3/STR/SAT/IGT/P6/D33, 
T4/STR/SAT/IGT/P4/D8, T5/STR/SAT/IGT/P4/D10, 
T5/STR/SAT/IGT/P6/D34, T6/STR/SAT/IGT/P6/D4, 
T6/STR/SAT/IGT/P3/D6, T6/STR/SAT/IGT/P4/D11, 
T6/STR/SAT/IGT/P4/D17, T7/STR/SAT/IGT/P3/D3, and 
T7/STR/SAT/IGT/P4/D11. 
4) Symbolization 
Symbolization strategy is a strategy to converts words into 
symbols or signs to maximize the spatial domain of dialogue boxes 
(Purnomo, 2018: 6). In this research, there are 17 data or 5.87% of 
symbolization strategies from Sastratsuki video game. Meanwhile, 
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there is no data found of symbolization strategy on the translation of 
Pokémon Ranger. Among these symbolization strategies, the 
researcher takes 2 samples from the data. The following are the 
examples: 
a) Sastratsuki T2/STR/SAT/IGT/P4/D13 
  
Figure 6.5 Sastratsuki symbolization strategy 1 
 
SL : ... 
TL : ... 
Character : 3  3 
On the data aforementioned, the translator from Group 2 
used symbolization strategy. “…” on the data aforementioned 
represent an expression. This is Hurt’s expression toward the 
ninja. The context of the aforementioned example is Hurt cannot 
answer another character statement, so “…” represent silent or 
flat expression. The use of symbolization strategy also could 
maintain the total character rather if it is translated into “silent”, 
“confuse”, or “no expression”. 
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b) Sastratsuki T3/STR/SAT/IGT/P5/D20 
  
Figure 6.6 Sastratsuki symbolization strategy 2 
 
SL : ... 
TL : ... 
Character : 3  3 
On the data aforementioned, the translator from Group 3 
used symbolization strategy. “…” on the data aforementioned 
represent an expression. It is Hurt’s expression toward the ninja. 
The context of the aforementioned example is Hurt feels angry 
because the ninja did not understand his command, so “…” 
represent anger expression. The use of symbolization strategy 
also could maintain the total character rather if it is translated 
into “angry” or “feel annoyed”. Other symbolization strategy 
could be found on datum: T2/STR/SAT/IGT/P6/D33, 
T2/STR/SAT/IGT/P6/D36, T2/STR/SAT/IGT/P7/D39, 
T3/STR/SAT/IGT/P7/D37, T3/STR/SAT/IGT/P7/D40, 
T3/STR/SAT/IGT/P7/D43, T5/STR/SAT/IGT/P4/D17, 
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T5/STR/SAT/IGT/P5/D21, T5/STR/SAT/IGT/P7/D46, 
T7/STR/SAT/IGT/P4/D7, T7/STR/SAT/IGT/P4/D9, 
T7/STR/SAT/IGT/P4/D12, T7/STR/SAT/IGT/P4/D17, 
T7/STR/SAT/IGT/P5/D21, and T7/STR/SAT/IGT/P5/D24. 
5) Retention 
Retention strategy is a strategy with similar departure point as 
pure borrowing from translation techniques adopting the original 
expression from source language on the messages of the target game 
(Purnomo, 2018: 6). In this research, there are 64 data or 22.07% of 
retention strategies from Pokémon Ranger and Sastratsuki video 
game. Among these retention strategies, the researcher takes 2 
samples from the data. The following are the examples: 
a) Pokémon Ranger T4/STR/POK/IGT/P2/D10 
  
Figure 6.7 Pokémon Ranger retention strategy 
 
SL : I want to see for myself if you really are worthy 
of becoming a Ranger. 
TL : Aku ingin melihat secara langsung apakah kamu 
layak menjadi Ranger. 
Character : 71  67 
 
On the data aforementioned, the translator from Group 4 
used retention strategy. The strategy occurred because the 
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translator applied borrowing for “Ranger” from source language 
into the target language. The strategy also successfully maintain 
the total character from 71 to 67 characters rather than if it is 
translated into penjaga hutan or polisi hutan. 
b) Sastratsuki T4/STR/SAT/IGT/P4/D15 
  
Figure 6.8 Sastratsuki retention strategy 
 
SL : Arrghhh! 
TL : Arrghhh! 
Character : 8  8 
 
On the data aforementioned, the translator from Group 4 
used retention strategy. The text string aforementioned represent 
an anger expression. The expression still defended by the 
translator on target language because she assumed that gamers 
still understand that. Moreover, this kind of expression is easily 
found on Sastratsuki video games. Other retention strategy 
could be found on datum: T1/STR/POK/IGT/P2/D4, 
T1/STR/POK/IGT/P2/D7, T1/STR/POK/IGT/P2/D10, 
T1/STR/POK/IGT/P2/D11, T1/STR/POK/IGT/P3/D17, 
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T1/STR/POK/IGT/P3/D18, T2/STR/POK/IGT/P2/D4, 
T2/STR/POK/IGT/P2/D7, T2/STR/POK/IGT/P2/D10, 
T2/STR/POK/IGT/P2/D11, T2/STR/POK/IGT/P3/D17, 
T2/STR/POK/IGT/P3/D18, T3/STR/POK/IGT/P1/D2, 
T3/STR/POK/IGT/P2/D4, T3/STR/POK/IGT/P2/D10, 
T3/STR/POK/IGT/P2/D11, T3/STR/POK/IGT/P3/D17, 
T3/STR/POK/IGT/P3/D18, T4/STR/POK/IGT/P1/D2, 
T4/STR/POK/IGT/P2/D4, T4/STR/POK/IGT/P2/D7, 
T4/STR/POK/IGT/P2/D11, T4/STR/POK/IGT/P3/D17, 
T4/STR/POK/IGT/P3/D18, T5/STR/POK/IGT/P1/D2, 
T5/STR/POK/IGT/P2/D4, T5/STR/POK/IGT/P2/D7, 
T5/STR/POK/IGT/P2/D10, T5/STR/POK/IGT/P2/D11, 
T5/STR/POK/IGT/P3/D17, T5/STR/POK/IGT/P3/D18, 
T6/STR/POK/IGT/P1/D2, T6/STR/POK/IGT/P2/D4, 
T6/STR/POK/IGT/P2/D10, T6/STR/POK/IGT/P2/D11, 
T6/STR/POK/IGT/P3/D17, T6/STR/POK/IGT/P3/D18, 
T7/STR/POK/IGT/P1/D2, T7/STR/POK/IGT/P2/D4, 
T7/STR/POK/IGT/P2/D10, T7/STR/POK/IGT/P2/D11, 
T7/STR/POK/IGT/P3/D13, T7/STR/POK/IGT/P3/D17, 
T7/STR/POK/IGT/P3/D18, T1/STR/SAT/IGT/P3/D4, 
T2/STR/SAT/IGT/P3/D5, T2/STR/SAT/IGT/P4/D17, 
T2/STR/SAT/IGT/P5/D28, T2/STR/SAT/IGT/P6/D34, 
T3/STR/SAT/IGT/P3/D3, T5/STR/SAT/IGT/P3/D5, 
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T5/STR/SAT/IGT/P3/D6, T5/STR/SAT/IGT/P3/D7, 
T5/STR/SAT/IGT/P5/D20, T5/STR/SAT/IGT/P5/D23, 
T5/STR/SAT/IGT/P6/D31, T6/STR/SAT/IGT/P3/D4, 
T6/STR/SAT/IGT/P3/D6, T6/STR/SAT/IGT/P4/D11, 
T7/STR/SAT/IGT/P3/D1, T7/STR/SAT/IGT/P3/D3, and 
T7/STR/SAT/IGT/P4/D8. 
6) Mediation 
Mediation strategy is a strategy that focuses on searching for 
words or expressions with synonymous meaning but fewer in 
character numbers (Purnomo, 2018: 6). In this research, there are 72 
data or 24.82% of mediation strategies from Pokémon Ranger and 
Sastratsuki video game. Among these mediation strategies, the 
researcher takes 2 samples from the data. The following are the 
examples: 
a) Pokémon Ranger T1/STR/POK/IGT/P3/D18 
  
Figure 6.9 Pokémon Ranger mediation strategy 
 
SL : Ringtown Ranger Leader 
TL : Ketua Ranger Ringtown 
Character : 22  21 
On the data aforementioned, the translator from Group 1 
used mediation strategy. The translation “Leader” into Ketua 
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indicates the use of mediation strategy. There are also other 
options to use mediation on the target language such as 
Pemimpin, Kepala, or Pimpinan, but these exceed the spatial 
constraint. By using Ketua, the translator also successfully 
maintain the total character from 22 to 21 characters. 
b) Sastratsuki T5/STR/SAT/IGT/P6/D40 
  
Figure 7.0 Sastratsuki mediation strategy 
 
SL : Curse you! 
TL : Sialan Lo! 
Character : 10  10 
On the data aforementioned, the translator from Group 5 
used mediation strategy. The strategy occurred in translating the 
swearing word into the target language. Literally, the translation 
should be Terkutuk kau!, but it is considered too rude and could 
be classified into censorship. Furthermore, the total character 
will exceed from the target language. Meanwhile, Sialan lo! is 
more common in the target language and has a humor sense in 
it. Other mediation strategy could be found on datum: 
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T1/STR/POK/IGT/P1/D2, T1/STR/POK/IGT/P2/D3, 
T2/STR/POK/IGT/P1/D2, T4/STR/POK/IGT/P1/D2, 
T4/STR/POK/IGT/P2/D6, T5/STR/POK/IGT/P1/D3, 
T6/STR/POK/IGT/P1/D3, T6/STR/POK/IGT/P3/D18, 
T7/STR/POK/IGT/P1/D2, T1/STR/SAT/IGT/P3/D1, 
T1/STR/SAT/IGT/P4/D13, T1/STR/SAT/IGT/P4/D14, 
T2/STR/SAT/IGT/P3/D3, T2/STR/SAT/IGT/P3/D5, 
T2/STR/SAT/IGT/P4/D7, T2/STR/SAT/IGT/P4/D8, 
T2/STR/SAT/IGT/P4/D10, T2/STR/SAT/IGT/P4/D12, 
T2/STR/SAT/IGT/P4/D15, T2/STR/SAT/IGT/P4/D16, 
T2/STR/SAT/IGT/P4/D17, T2/STR/SAT/IGT/P4/D18, 
T2/STR/SAT/IGT/P5/D20, T2/STR/SAT/IGT/P5/D25, 
T2/STR/SAT/IGT/P5/D27, T2/STR/SAT/IGT/P6/D32, 
T2/STR/SAT/IGT/P6/D34, T2/STR/SAT/IGT/P6/D37, 
T2/STR/SAT/IGT/P6/D38, T3/STR/SAT/IGT/P3/D2, 
T3/STR/SAT/IGT/P3/D4, T3/STR/SAT/IGT/P3/D6, 
T3/STR/SAT/IGT/P4/D8, T3/STR/SAT/IGT/P4/D12, 
T3/STR/SAT/IGT/P4/D13, T3/STR/SAT/IGT/P4/D15, 
T3/STR/SAT/IGT/P5/D19, T3/STR/SAT/IGT/P5/D23, 
T3/STR/SAT/IGT/P6/D25, T3/STR/SAT/IGT/P7/D42, 
T4/STR/SAT/IGT/P3/D1, T4/STR/SAT/IGT/P3/D2, 
T4/STR/SAT/IGT/P3/D6, T4/STR/SAT/IGT/P3/D7, 
T4/STR/SAT/IGT/P4/D12, T4/STR/SAT/IGT/P4/D14, 
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T4/STR/SAT/IGT/P5/D19, T5/STR/SAT/IGT/P4/D8, 
T5/STR/SAT/IGT/P4/D19, T5/STR/SAT/IGT/P5/D20, 
T5/STR/SAT/IGT/P5/D29, T5/STR/SAT/IGT/P6/D31, 
T5/STR/SAT/IGT/P6/D32, T5/STR/SAT/IGT/P6/D33, 
T5/STR/SAT/IGT/P6/D34, T5/STR/SAT/IGT/P6/D35, 
T5/STR/SAT/IGT/P6/D36, T5/STR/SAT/IGT/P6/D41, 
T5/STR/SAT/IGT/P7/D45, T6/STR/SAT/IGT/P3/D2, 
T6/STR/SAT/IGT/P4/D11, T7/STR/SAT/IGT/P3/D1, 
T7/STR/SAT/IGT/P3/D4, T7/STR/SAT/IGT/P3/D6, 
T7/STR/SAT/IGT/P4/D8, T7/STR/SAT/IGT/P4/D13, 
T7/STR/SAT/IGT/P4/D14, T7/STR/SAT/IGT/P5/D18, 
T7/STR/SAT/IGT/P5/D19, and T7/STR/SAT/IGT/P5/D20. 
7) Violation 
Violation strategy is a strategy that locates the translator as a 
violator of writing rules including that of grammar and punctuation 
(Purnomo, 2018: 6). In this research there are 1 data or 0.34% of 
violation strategy from Pokémon Ranger video game. The following 
is the example: 
a) Pokémon Ranger T2/STR/POK/IGT/P2/D5 
  
Figure 7.1 Pokémon Ranger violation strategy 
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SL : How you live in harmony with Pokémon and 
strive to protect nature everyday… 
TL : Kamu hidup rukun dengan Pokemon édan 
berjuang melindungi alam setiap hari… 
Character : 75  74 
 
On the data aforementioned, the translator from Group 2 
used violation strategy. The translator did mistype by placing 
the sprite font “é” improperly. The result is disturbing the 
message but still understandable. It also did not affect or make 
the total character on the target language exceed. 
 
B. Discussions 
This section presents the discussion of the research findings. There are 
two problem statements proposed in this research. The research focuses on the 
video games translation problems and video games translation strategy. The 
findings are discussed on the following: 
1. Video games translation problems 
Based on the data there were 210 data from Pokémon Ranger and 
Sastratsuki video game translation problems. The data of translation 
problems were obtained from 30 questions which were proposed for each of 
7 translators. After the data was analyzed, the researcher found 130 out of 
210 data classified as has no translation problem. Given this point, there 
were 80 data of translation problems counted for this research. 
In the technical problem, translator faced most frequent problems 
than the other video games translation problems category because it is 
125 
 
related to the use of Hex Workshop and Notepad++ as the CAT Tools for 
working the translation project. The complexity of the CAT Tools caused 
these problems. Most of the translators did not realize that Hex Workshop 
is purchased application. In fact, Hex Workshop has a trial or evaluation 
period for 33 days, meaning that it can be used only in that period. 
 
Figure 7.2 Hex Workshop evaluation version 
If the translators want to extend the evaluation period, they have to purchase 
the license through two ways; download Hex Workshop License over the 
internet or insert Hex Workshop license from the File System. 
Hex Workshop also has different complex interface and layout 
compared with the other CAT Tools like SDL Trados, MateCat, etc. It has 
menu bar on the top and two main tabs which are displaying code and video 
game string. Code tab contains the code of every character of video game 
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text string. Meanwhile, the text string tab contains the video game text string 
in which every character is separated by a full stop. 
 
Figure 7.3 Hex Workshop user interface 
Sastratsuki video game itself consists of a lot of files and folder such 
as package, locale, and other system files. One of them is nwjs.exe and it has 
function as the video game launcher. There is also problem faced by the 
translator which the launcher could not open and there was popup dialogue 
written “nwjs.exe has stopped working”. 
 
Figure 7.4 Sastratsuki nwjs.exe has stopped working 
This problem possibly occurred because the launcher was infected by a 
virus, missing files, or corrupt files. Not all of the translators know how to 
127 
 
solve the nwjs error, instead of using other notebooks. There is a solution 
by replacing the launcher of Sastratsuki “nw” or the program launcher with 
another “nw” from different folder. 
The version of Sastratsuki video game was developed and released 
for Windows Operating System. It has two versions like Windows which 
has 32bit and 64bit version. These versions was released in order to be 
adjusted to Windows versions which vary from one notebook or personal 
computer to another. Sastratsuki 32bit could run in Windows 32bit and 
64bit. Meanwhile, Sastratsuki 64 bit could run in Windows 64bit but it could 
not run in Windows 32bit. 
In the coding problem, the translator often faced problems because 
to transfer the meaning not only by translating the text string but also 
adjusting the code following them. In translating Pokémon Ranger using 
Hex Workshop there are codes in using text period. Most of the translators 
did not understand how to insert text period using code. Actually, full stop 
has a function to insert slash, not space. Meanwhile, to insert space the 
translator just need to empty the space between words. On the other case, a 
mistake from translator unintentionally adding or omitting code could make 
a fatal error such as disarrange text string on the preview. 
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Figure 7.5 Sastratsuki disarrange text string preview 
Using full stop in Hex Workshop cannot literally by typing full stop 
on the keyboard. It just can be done by typing “dash” on the keyboard. If the 
translator type full stop using the keyboard, Hex Workshop will shows 
“slash” on the preview. This problem needs more attention from the 
translators because this is the most frequent punctuation. Furthermore, the 
translators often use full stop on the keyboard than uses code. The 
illustration can be seen on the following: 
  
Figure 7.6 Pokémon Ranger full stop text period 
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The other coding problem is about sprite font. In video games 
translation, art assets have different treatment in transferring from the source 
language to target language, especially in Hex Workshop. There are 
translators using alphabetic “e” to translate the sprite font “é”. It did not 
affect the meaning but it changed the nature of the sprite font into text string. 
Essentially, there are two ways to keep the sprite font in the target language, 
the first one is only translating the phrase or clause before and after the title 
Pokémon Ranger. The second one is by copying the sprite font code on the 
code tab and placing it to the target text. 
Text string which is very long in Sastratsuki could make gamer 
confused in reading the translation. Furthermore, it can also exceed the 
character limitation of the video game. To separate the text string into two 
lines, the translator could use code “\n” equivalent to hitting return key or 
enter to make a new line of text string. This code will not work if the 
translator type it inversed or using capital letter. 
In the content problem, there are only a few problems found in 
translating Pokémon Ranger and Sastratsuki. This problem appeared not 
only because of the text string is difficult but also because of spatial 
constraint. Essentially, video games translation has two aspects for 
translation, there are meaning/message and standard which have to be the 
basic consideration in translating video games. Spatial constraint considered 
in the standard. So that video game translator has to think twice to transfer 
the message and adjust the standard of video games translation. 
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The translators have to spend more time to translate the difficult 
terminologies. They have to understand the context, considering the 
message, standard like the aforementioned, and also the cultural aspect of 
the translation. The video game also contains humour, so that the humour 
sense has to be kept in the target language. Obviously, the problems of 
diction and arranging the message could be overcome by using another 
source like dictionary or by seeing the context of the text string and not only 
focusing on the difficult word. 
2. Video games translation and spatialization strategy pattern 
Based on the findings of video games translation strategy and 
spatialization strategy from Pokémon Ranger and Sastratsuki video games 
translation by the students of Video Games Translation Class, there are 337 
data.  After the data was validated, 69 data was eliminated because all of 
those did not fulfill the requirements of spatialization strategy and exceed 
the spatial constraint more than 1 character. The validation resulted 268 data 
of Pokémon Ranger and Sastratsuki video games translation strategy. 
Furthermore, the researcher found the pattern from both of the strategies. 
The following is the table of strategy patterns: 
Table 4.4 Pokémon Ranger and Sastratsuki translation strategy pattern 
No. Strategy Pattern Occurrence 
1. Literal translation – 
Condensation 
LT – CDN 33 
2. Literal translation – 
Mediation 
LT - MDN 27 
3. Literal translation – 
Retention 
LT - RTN 18 
4. No translation – 
Symbolization 
NT - SYM 17 
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5. Domestication & 
Foreignization – Mediation 
DF - MDN 13 
6. No translation – Retention NT - RTN 11 
7. Domestication & 
Foreignization – 
Condensation 
DF - CDN 10 
8. Literal translation – 
Mediation – Retention 
LT – MDN - RTN 10 
9. Domestication & 
Foreignization - 
Condensation 
DF - CDN 8 
10. Literal translation – 
Omission 
LT - OMS 7 
11. Literal translation – 
Condensation – Retention 
LT – CDN - RTN 6 
12. Literal translation – 
Omission – Retention 
LT – OMS - RTN 6 
13. Loss of meaning & 
Compensation – 
Condensation 
LMC - CDN 6 
14. Loss of meaning & 
Compensation – 
Condensation – Retention 
LMC – CDN - RTN 5 
15. Domestication & 
Foreignization – Mediation – 
Omission 
DF – MDN - OMS 4 
16. Literal translation – 
Omission – Mediation 
LT – OMS - MDN 4 
17. Loss of meaning & 
Compensation – Omission 
LMC - OMS 4 
18. Domestication & 
Foreignization – 
Abbreviation 
DF - ABR 3 
19. Domestication & 
Foreignization – Mediation – 
Condensation 
DF – MDN - CDN 3 
20. Literal translation – 
Abbreviation 
LT - ABR 3 
21. Literal translation – 
Condensation – Omission 
LT – CDN - OMS 3 
22. Loss of meaning & 
Compensation – Omission – 
Retention 
LMC – OMS - RTN 3 
23. Loss of meaning & 
Compensation – Omission – 
Condensation 
LMC – OMS - CDN 3 
24. Domestication & 
Foreignization – Omission 
DF – OMS 2 
25. Transcreation – Mediation TC - MDN 2 
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26. Literal translation – 
Abbreviation – Retention 
LT – ABR - RTN 2 
27. Literal translation – 
Condensation – Mediation 
LT – CDN - MDN 2 
28. Loyalty – Mediation LYL - MDN 2 
29. Loyalty – Condensation LYL - CDN 2 
30. Loss of meaning & 
Compensation – Omission – 
Mediation 
LMC – OMS - MDN 2 
31. Domestication & 
Foreignization – Omission - 
Condensation 
DF – OMS - CDN 1 
32. Domestication & 
Foreignization – 
Condensation – 
Abbreviation 
DF – CDN - ABR 1 
33. Domestication & 
Foreignization – Retention 
DF - RTN 1 
34. Domestication & 
Foreignization – 
Abbreviation – Retention – 
Condensation 
DF – ABR – RTN - CDN 1 
35. No translation – Mediation NT - MDN 1 
36. Literal translation – 
Condensation – Retention – 
Violation 
LT – CDN – RTN - VLT 1 
37. Loss of meaning & 
Compensation – 
Condensation – Omission – 
Retention 
LMC – CDN – OMS - RTN 1 
38. Loss of meaning & 
Compensation – Mediation 
LMC - MDN 1 
39. Loss of meaning & 
Compensation – Mediation - 
Retention 
LMC – MDN - RTN 1 
Total 230 
 
 
In the form of translation and spatialization strategy pattern 
illustrated, it can be seen that the dominant strategy pattern is Literal 
translation – Condensation (LT – CDN) which attained 33 data. The fewest 
strategy patterns are Foreignization – Omission – Condensation (DF – OMS 
– CDN), Domestication & Foreignization – Condensation – Abbreviation 
(DF – CDN – ABR), Domestication & Foreignization – Retention (DF – 
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RTN), Domestication & Foreignization – Abbreviation – Retention – 
Condensation (DF – ABR – RTN – CDN), No translation – Mediation (NT 
– MDN), Literal translation – Condensation – Retention – Violation (LT – 
CDN – RTN - VLT, Loss of meaning & Compensation – Condensation – 
Omission – Retention (LMC – CDN – OMS – RTN), Loss of meaning & 
Compensation – Mediation (LMC – MDN), and Loss of meaning & 
Compensation – Mediation – Retention (LMC – MDN – RTN) which 
attained 1 data of each pattern. 
The total strategy patterns found are 230 data, meanwhile the other 
38 data did not use spatialization strategy so that they cannot form a strategy 
pattern. Here are 2 examples of the data with no spatialization strategy from 
Pokémon Ranger and Sastratsuki: 
a. Pokémon Ranger T3/STR/POK/IGT/P2/D9 
  
Figure 7.7 Pokémon Ranger no spatialization strategy 
 
SL : I would like to meet you. 
TL : Saya ingin bertemu anda. 
Character : 25  24 
 
On the data aforementioned, the translator from Group 3 used literal 
translation strategy. The researcher did not find spatialization strategy 
on the data aforementioned. Meanwhile, the translator able to manage 
the total character on the target language and transfer the meaning 
successfully. 
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b. Sastratsuki T5/STR/SAT/IGT/P6/D39 
  
Figure 7.8 Sastratsuki no spatialization strategy 
 
SL : Access denied. 
TL : Akses ditolak. 
Character : 14  14 
 
On the data aforementioned, the translator from Group 5 used literal 
translation strategy. The researcher did not find spatialization strategy 
on the data aforementioned. Meanwhile, the translator able to manage 
exact total character on the target language transfer the meaning 
successfully. 
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CHAPTER V 
CONCLUSIONS AND SUGGESTIONS 
 
A. Conclusions 
This chapter concludes the discussions in the previous chapter. The 
conclusion is drawn based on the result of the data analysis to answer the 
problem statements. Based on the Pokémon Ranger and Sastratsuki video game 
analysis, there were found 130 out of 210 data classified as has no translation 
problem. Given this point, there were 80 data counted as translation problems. 
The data of translation problems were classified into 3 main categories 
namely technical problems, coding problems, and content problems. They have 
been accumulated into 37 (46.25%) data of technical problems, 24 (30%) data 
of coding problems, 19 (23.75%) data of content problems. The problems were 
dominated by technical problems which attained 37 (46.25%) data. Meanwhile, 
the fewest translation problem was coding problems which attained 19 
(23.75%) data. 
The strategies in translating video games as proposed by Costales (2014) 
resulted 268 data which have been classified into 51 (19.02%) data of 
domestication & foreignization, 30 (11.19%) data of no translation, 2 (0.74%) 
data of transcreation, 150 (55.9%) data of literal translation, 4 (1.49%) data of 
loyalty, 31 (11.56%) data of loss of meaning & compensation, and no data found 
(0%) data of censorship.  
Meanwhile, on the video games spatialization strategy proposed by 
Purnomo (2018) resulted 290 data which has been classified into 9 (3.10%) data 
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of abbreviation, 87 data (30%) of condensation, 40 data (13.80%) of omission, 
17 data (5.87%) of symbolization, 64 data (22.07%) of retention, 72 data 
(24.82%) of mediation, and 1 data (0.34%) of violation. 
From the analysis of the strategy, there are patterns shaped from the 
combination of both of the strategies. The following are the strategy patterns: 
1. Literal translation – Condensation (LT – CDN) : 33 
2. Literal translation – Mediation (LT – MDN) : 27 
3. Literal translation – Retention (LT – RTN) : 18 
4. No translation – Symbolization (NT – SYM) : 17 
5. Domestication & Foreignization – Mediation (DF 
– MDN) 
: 13 
6. No translation – Retention (NT – RTN) : 11 
7. Domestication & Foreignization – Condensation 
(DF – CDN) 
: 10 
8. Literal translation – Mediation – Retention (LT – 
MDN – RTN) 
: 10 
9. Domestication & Foreignization – Condensation 
(DF – CDN) 
: 8 
10. Literal translation – Omission (LT – OMS) : 7 
11. Literal translation – Condensation – Retention 
(LT – CDN – RTN) 
: 6 
12. Literal translation – Omission – Retention (LT – 
OMS – RTN) 
: 6 
13. Loss of meaning & Compensation – 
Condensation (LMC – CDN) 
: 6 
14. Loss of meaning & Compensation – 
Condensation – Retention (LMC – CDN – RTN) 
: 5 
15. Domestication & Foreignization – Mediation – 
Omission (DF – MDN – OMS) 
: 4 
16. Literal translation – Omission – Mediation (LT – 
OMS – MDN) 
: 4 
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17. Loss of meaning & Compensation – Omission 
(LMC – OMS) 
: 4 
18. Domestication & Foreignization – Abbreviation 
(DF – ABR) 
: 3 
19. Domestication & Foreignization – Mediation – 
Condensation (DF – MDN – CDN) 
: 3 
20. Literal translation – Abbreviation (LT – ABR) : 3 
21. Literal translation – Condensation – Omission 
(LT – CDN – OMS) 
: 3 
22. Loss of meaning & Compensation – Omission – 
Retention (LMC – OMS – RTN) 
: 3 
23. Loss of meaning & Compensation – Omission – 
Condensation (LMC – OMS – CDN) 
: 3 
24. Domestication & Foreignization – Omission (DF 
– OMS) 
: 2 
25. Transcreation – Mediation (TC – MDN) : 2 
26. Literal translation – Abbreviation – Retention 
(LT – ABR – RTN) 
: 2 
27. Literal translation – Condensation – Mediation 
(LT – CDN – MDN) 
: 2 
28. Loyalty – Mediation (LYL – MDN) : 2 
29. Loyalty – Condensation (LYL – CDN) : 2 
30. Loss of meaning & Compensation – Omission – 
Mediation (LMC – OMS – MDN) 
: 2 
31. Domestication & Foreignization – Omission – 
Condensation (DF – OMS – CDN) 
: 1 
32. Domestication & Foreignization – Condensation 
– Abbreviation (DF – CDN – ABR) 
: 1 
33. Domestication & Foreignization – Retention (DF 
– RTN) 
: 1 
34. Domestication & Foreignization – Abbreviation – 
Retention – Condensation (DF – ABR – RTN – 
CDN) 
: 1 
35. No translation – Mediation (NT – MDN) : 1 
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36. Literal translation – Condensation – Retention – 
Violation (LT – CDN – RTN – VLT) 
: 1 
37. Loss of meaning & Compensation – 
Condensation – Omission – Retention (LMC – 
CDN – OMS – RTN) 
: 1 
38. Loss of meaning & Compensation – Mediation 
(LMC – MDN) 
: 1 
39. Loss of meaning & Compensation – Mediation – 
Retention (LMC – MDN – RTN) 
: 1 
 
From this research, it can be concluded that the translator mostly faced 
the technical problems because the difficulties and the complexities of using 
CAT Tools during the translation process. Moreover, this is also the first time 
for the translator using CAT Tools. The coding problems also could make a 
fatal error like disarrange text string because the translator mistype the code. 
Meanwhile, the content problems did not significant impact because previously 
the translator accustomed in translating huge amount of text such as book, 
article, and novel. 
The video games translation strategy patterns shows that the dominant 
strategy pattern is Literal translation – Condensation (LT – CDN) with 33 data. 
The dominant strategy indicates that naturally the translator aware of the 
effectiveness of transferring message or meaning through literal translation 
strategy. The translator also understand how to deal with spatial constraint, 
proven with the use of condensation strategy to condense the meaning without 
losing the message in order to lower the total character on the target language. 
Moreover, there are also 38 data of translation strategies did not applied 
spatialization so that the data could not form a pattern. 
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B. Suggestions 
In this part, the researcher would like to give suggestions for the readers, 
the other researchers and for the teaching and learning processes related to the 
video games translation in non-professional and academic sector through the 
data from this research. The suggestions are compiled as follows: 
1. For the readers, the researcher hopes that the readers would understand more 
about video games translation and it’s phenomenon. By understanding video 
games translation, the readers will know the challenge, problems, and the 
strategies in translating video games. 
2. For other researchers, this research could be one of references for future 
research to get better understanding about video game translation and it’s 
aspects especially for non-professional and academic sectors. The 
researcher also expects this research could be referable for the future 
research to analyze video game translation problems and strategies for the 
different title and genres of video games. 
3. For teaching and learning process, the researcher suggests to divide Video 
Games Translation Class into two semesters period. In fact, as can be seen 
from the research, there were lot of mistakes and problems in translating 
Pokémon Ranger and Sastratsuki because of the difficulties and limited of 
time. So that the researcher suggests to divide the VGT Class for theories in 
a semester period, and practices on the another semester. The researcher also 
hopes that this study will give more benefits to the lecturers and students in 
the teaching and learning process of video games translation in class. 
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APPENDICES 
 TRANSCRIPT 1 
 
Date  : Thursday, September 06, 2018 
Time  : 09.00 – 10.15 
Informant : Anggun Nurlita Sari : 143211064 (AN) 
Interviewer : Agus Nur Shodiqin  : 143211038 (AG) 
 
AG : Bismillahirrahmanirrahim, Assalamualikum wr. wb, 
AN : Waalaikumussalam wr. wb 
AG : Okay, this is Thursday, September 06, 2018, and in this morning I will 
have interview with the translator from Group 1, and it will be recording 
and transcript on transcript 1. First of all I need you to introduce yourself 
by mentioning your full name and your Student Registration Number 
please. 
AN : Okay this is Anggun Nurlita Sari , and my Student Registration Number 
is 143211064 
AG : Okay, good, then I will give you short description about this interview, 
so it will be divided into four sections, first section is about strategy in 
translating Pokémon Ranger, the second one is about strategy in 
translating Sastratsuki, the third one is about the problems in translating 
Pokémon Ranger, and then the last one is about the problems in 
translating Sastratsuki. Okay let’s get started from the first one. 
AN : Can I answer with bahasa? 
AG : Yes, you can answer it in bahasa or English it is okay. 
AN : Are we read this sentence first? 
AG : Yes, I will read the source text and you will read the target text. Okay? 
AN : Okay, good 
AG : Okay, the first textstring, “Your desire to help people in need…” 
translated to? 
AN : “Semangatmu untuk menolong orang lain, it just known from the 
sentence structure, dari “desire to help people” itu masuk literal 
translation, the meaning also dan jumlah karakter juga masuk, akhirnya 
saya lebih memilih dengan kata – kata ini. 
AG : Okay, Next, “You have qualification to become Pokémon Ranger” 
translated to? 
AN : “Kamu layak menjadi seorang Pokémon Ranger.” I use literal 
translation also, karena kata “qualification” and “layak” masih 
 nyambung, has the same meaning, and it doesn’t have problem with 
characters also. 
AG : Then, <Invitation>”, become? 
AN : Undangan, as we know itu terjemahan umum ya. Literal translation. 
AG : Next, “Your strong motivation to become a Pokémon Ranger…, 
become? 
AN : Semangatmu untuk menjadi seorang Pokémon Ranger, disini kata 
“Your strong motivation” diganti dengan “”Semangatmu” because to 
adjust with the amount of the characters, menghilangkan kata “Strong” 
so less of meaning occurs in this case. 
AG : Next, How you live in harmony with Pokémon and strive to protect 
nature everyday. Become? 
AN : Hidupmu yang damai bersama Pokémon dan berjuang melindungi alam 
setiap hari, dari terjemahannya sudah kelihatan literal dan tidak 
bermasalah dengan jumlah karakter tersebut, 
AG : Then, how you selflessly go to the help of those in need, become? 
AN : Ketulusanmu untuk mereka yang membutuhkan, same as the previous 
using literal translation, dengan tidak ada masalah dengan jumlah 
karakternya. 
AG : How you have trained and built your body to become a Ranger… 
become? 
AN : Jadi, “kamu yang telah berlatih menjadi seorang Ranger”, dari source 
text nya ada “built your body”, tapi di target language kami 
menghilangkannya karena character limitation, so it was less of meaning 
strategy. 
AG : All this I’ve come to understand and appreciate from the seven letters 
you’ve sent me. Become? 
AN : Akhirnya saya mengerti kemampuanmu dari tujuh surat yang telah 
kamu kirim. It is less of meaning lagi, karena saya tidak menerjemahkan 
kata “appreciate”, karena character limitation. 
AG : I would like to meet you. 
AN : Aku ingin menemuimu. Literal translation and doesn’t have problem 
with characters. 
AG : I want to see for myself if you really are worthy of becoming a Ranger, 
become? 
AN : Akun ingin bertemu secara langsung apakah kamu pantas menjadi 
Ranger, again its literal translation, dari kata – kataya sendiri sudah 
kelihatan kalau ini masuk literal translation. 
AG : I will be waiting for you in Fall City next Sunday, become? 
AN : Aku menunggumu di Fall City minggu depan. Literal, tanpa masalah 
karakter. 
AG : Next, you’ll find enclosed ticket for the ferry to Fall City and an official 
Pokémon Ranger uniform. Become? 
 AN : Terlampir tiket untuk berlayar ke Fall City beserta seragam Pokémon 
Ranger. Masih sama menggunakan literal translation, sama seperti 
sebelumnya. 
AG : Next, wear it and wait for me in the harbor, become? 
AN : Kenakan dan temui saya di pelabuhan, I use domestication strategy 
because “wait for me” doesn’t commonly translated to “tunggu saya” 
namun “temui saya” seperti yang biasa digunakan. 
AG : Next, With that uniform on, I won’t have any trouble spotting you. 
Become? 
AN : Dengan seragam itu, aku akan mudah mengenalimu. Literal translation 
lagi, karakternya juga tidak ada masalah. 
AG : Then, I look forward to seeing you, become? 
AN : Sampai jumpa, it is domestication because it is commonly use in target 
language dari pada diterjemahkan menjadi “aku berharap bertemu 
denganmu” 
AG : Next, best regards, become? 
AN : Salam, because it is a letter, and salam is commonly use in the end of 
letter. So ini menggunakan domestication. 
AG : Spenser? 
AN : Spenser, because it is name of person, so it is no translation. 
AG : Ringtown Ranger Leader, become? 
AN : Ketua Ranger Ringtown, literal translation, menerjeahkan leader 
menjadi ketua tanpa ada masalah dengan karakter. 
AG : Okay, the first section has finished, we move to the second section about 
strategy in translating Sastratsuki. 
AG : Okay, the first, a self-proclaimed his handsomeness, become? 
AN : Mengklaim dirinya sendiri ganteng, “handsomeness” menjadi 
“ganteng” ini literal translation, dan tidak ada masalah dengan jumlah 
karakternya. 
AG : Next, the extent of his narcissism is beyond comprehension, become? 
AN : Tingkat narsisnya melebihi apapun. Masuk ke literal translation, word 
for word juga. 
AG : Next, he is weak before sad songs and women. Meh. Become? 
AN : Dia lemah dihadapan musik sedih dan wanita. Huh. Kelihatan juga ini 
literal translation, Meh translated to Huh it doesn’t matter tetap dominan 
di literal translation. 
AG : Okay then, Purunomo! Become? 
AN : Purunomo, no translation because it is a name of character in this game. 
AG : (yawns) who might it be valiant enough to disturb my sleep? Become? 
 AN : (Nguap) Siapa yang berani ganggu tidurku? Jadi literal translation 
walaupun merupakan kata-kata yang dipersingkat tapi tetap masuk 
literal translation. 
AG : It’s me, Master Hurt! Get yourself ready to face the final test to become 
a full pledged ninja! Menjadi? 
AN : Gue Master Hurt! Sana, siap-siap buat UAN Ujian Akhir Ninja biar 
dianggap ninja sejati, it uses domestication because can be seen from the 
translation “it’s me” become “gue”, also “final test” become “UAN”. 
AG : Okay, very clear ya, next, You will have to fight the falling enemies 
attempting to infiltrate our ground! Translated to? 
AN : It is no translation because this textstring unintentionally haven’t 
translated yet. 
AG : So you left a textstring not translated unintentionally right? 
AN : Iya.. 
AG : Next, (yawns) He-Ninja or She-Ninja? Become? 
AN : (Nguap) Ninja cowok atau cewek? Literal translation ya, the use of 
“cowok” and “cewek” is related to the character limitation. 
AG : Okay, Dammit! Why should you care about it? Man or woman, slash 
them! Become? 
AN : Ya ampun, gak usah mikirin cowok atau cewek, sikat habis!!! Uni 
menggunakan domestication strategy, karena terlihat dari penggunaan 
kata “damnit” menjadi “ya ampun” dan “slash them” menjadi “sikat 
habis” terlihat sekali penggunaan domestication. 
AG : Sorry. I will never hurt a woman. I’d better sleep. Become? 
AN : Aku ga pernah nyakitin cewek, mendingan tidur. Dari kata – katanya 
terlihat Literal translation although “sorry” is omitted. 
AG : Okay, next, Sleep more and I’ll slap you! Become? 
AN : Tidur lagi awas lo! It is use Less of meaning because source text 
menggunakan “I’ll slap you” means hurt will do something to 
Purunomo, but in target text become “awas lo” which means just an 
warning. 
AG : Whatever, become? 
AN : Terserah, jelas sekali it is literal translation. 
AG : Iya, okay, next, whatever your head! Become? 
AN : Heh ngelunjak lagi! Ini domestication strategy lagi, karena 
menyesuaikan dengan source text, which has humor taste inside. 
AG : My head? It’s genius’ head, become? 
AN : Biarin, yang penting pinter. Genius become pintar it is literal translation. 
AG : Okay, next, genius’ head your eyes! Become? 
AN : Pinter dari mana? It is domestication, karena menyesuaikan dengan 
konteks kalimat sebelumnya and it is means sarcasm. 
 AG : Next, my eyes are sharp before women and dull before men. Become? 
AN : Aku lebih jeli kalo lihat cewek daripada cowok. Menggunakan less of 
meaning, karena “sharp before women dan dull before men” hilang, di 
target text kurang ekspresif. 
AG : Okay, next, shut up! Become? 
AN : Bisa diem ga? Literal translation, sama seperti shut up menjadi diem. 
AG : Next, shut down! Become? 
AN : Jadi “gak peduli!” domestication, anger expression and it is domestic. 
AG : You won! That’s it. Become? 
AN : Nah gitu dong. Menang kan jadinya? Menggunakan compensation, lebih 
banyak jadinya di target language. 
AG : (yawns) did I win? That’s not even a question. Become? 
AG : (nguap) menang nih? Eh ga jadi nanya. Berubah dari struktur kalimatnya 
namun tetap literal translation. 
AG : Whatever, become? 
AN : Taulah, literal translation. 
AG : Okay, jadi penggunaan nya sama dengan tidak peduli atau terserah tadi 
ya. 
AN : Iya, sama. 
AG : Next, Get back on your feet and restart it all over again! Become? 
AN : Elah balik lagi sono! menangin tuh kagak usah kalah lagi!, ada aksen 
Betawi disitu, sama kaya yang beberapa sebelumnya, so it is 
domestication. 
AG : The last one, (yawns) become? 
AN : Nguap, yap… literal translation, seperti sebelumnya. 
AG : Okay, that’s the end of second section... next we move to third section… 
Pokémon Ranger translation problems… 
AG : Okay the first question, Hex Workshop is purchased application, 
meaning that after you install it you have to insert key or license. Did 
you have problems about this? How to solve this? 
AN : No I don’t have problem about it, because the apps can run without need 
to insert key or license or something, setelah selesai diinstall langsung 
bisa dibuka kok. 
AG : On the first sight, did you confuse about the Hex Workshop’s interface? 
What makes you confuse? 
AN : Yes, of course I confuse about it’s interface … what makes me confuse 
was numbers… lot of numbers. 
AG : Next, How long you understand to use Hex Workshop? 
AN : Maybe 2 till 3 days, I don’t understand well in class so I try it myself at 
home. 
 AG : Okay, Did you face other problems in using Hex Workshop? 
AN : Problems about space. 
AG : Tell me more about it. 
AN : Space didalam hex workshop itu menggunakan titik, jadi susah, saat 
menerjemahkan saya lebih fokus pada text dan jumlah karakternya, jadi 
diusahakan spasi didalam suatu kalimat itu tidak disentuh sama sekali, 
dan harus ingat juga kalau titik itu adalah spasi. Harus re-create 
scriptnya tanpa lupa dengan spasinya. 
AG : Did you face problems in using DesmuMe? 
AN : No, because I never use it before. 
AG : Okay, next about coding problems, Did you face problems in 
capitalization? Perhaps you miss to capitalize or did typo? 
AN : No because in Pokémon Ranger, kalau masalah typo dan capitalization 
saya rasa tidak, paling hanya masalah space tadi. 
AG : Did you face problems about text period? Space, comma, full stop, 
colon, ellipsis, colon, question mark, hyphen, slash, parentheses, and 
apostrophe? Because if you type full stop it doesn’t literally showing full 
stop on the preview. 
AN : Tidak, hanya space tadi, kalau sudah paham dengan spasi pasti akan 
lebih enak untuk tanda baca yang lain seperti koma. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
AN : Iya… seperti yang sebelumnya tadi, data nomor 4, “Your strong 
motivation” diterjemahkan menjadi “Semangatmu” because of 
character limitation. 
AG : In Pokémon Ranger, there is sprite font inside the title, and it cannot be 
literally translated. How did you solve it? 
AN : Kalau pokemon ini, huruf e nya memang berbeda, jadi saya tidak 
mengotak-atik huruf e nya, supaya tetap muncul tanda koma diatas e itu. 
AG : Oh jadi disesuaikan terjemahan kata sebelum Pokemon agar huruf e 
dalam pokemon itu tidak bergeser begitu kan? 
AN : Iya, seperti itu. 
AG : Did you face other coding problems in translating Pokémon Ranger? 
Maybe selain space, sprite font tadi? 
AN : Tidak ada. 
AG : Okay next, Did you find any words or sentences which are hard to 
understand and difficult to translate? 
AN : Sebentar … kita lihat, sepertinya tidak ada, although banyak kata-kata 
baru tapi masih bisa ditransfer dengan baik. 
AG : Did you find any idioms in translating Pokémon Ranger? 
AN : No, I don’t find any idioms there. 
 AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
AN : Tidak ada yang susah, karena masih bisa dipahami semuanya masih bisa 
di translate semuanya. 
AG : Did you face other content problems in translating Pokémon Ranger? 
AN : No, I don’t. 
AG : Okay good, that’s the end of third section, now we move to fourth 
section Sastratsuki translation problem. 
AG : Did you feel confuse about Notepad++ interface? Which part makes you 
confuse? 
AN : I never use notepad++, I use windows’s notepad so I don’t know the 
interface. 
AG : Okay next, There are different names for each file contain script in 
package folder, did you face problem about the files name? 
AN : Awalnya bigung pas tahu package folder itu isinya banyak, tapi lama 
kelamaan bisa mengenali nama file. 
AG : Pernah salah memberi nama? Atau typo di nama file nya? Karena itu 
berpengaruh ke game nya. 
AN : Tidak pernah, soalnya langsung dibuka saja filenya dan langsung 
diterjemahkan. 
AG : Did you ever experienced one or part of textstring/characters description 
doesn’t run in the preview? What did you do then? 
AN : Pernah, saat translate tidak keluar preview, lalu kita analisis ulang 
bagian mana yang salah, kalau belum ketemu I look the other’s work, 
jadi kalau ada perbedaan bisa tau mana yang menyebabkan tidak bisa 
jalan scriptnya. 
AG : Okay, good. Next, did you face other problems in using Notepad++? 
AN : No, because I uses windows’ notepad. 
AG : Good, next have you ever experienced nwjs.exe stopped working? What 
did you do then? 
AN : Nwjs itu yang mana? 
AG : Launcher game, .exe file to open the video game…. 
AN : Error pernah, karena folder game nya itu sendiri, jadi mungkin istilahnya 
file nya corrupt, belum full copy, tapi setelah dapat file yang baru lancar 
aja. 
AG : Jadi solusinya di replace? 
AN : Iya di replace dengan file yang baru, setelah itu baru bisa dibuka 
gamenya, 
AG : Have you ever experienced Sastratsuki screen does not display after you 
open it, even after several minutes? What did you do then? Sudah dibuka 
tapi tidak muncul display nya. 
AN : Belum pernah, erornya mungkin nwjs.exe stopped working tadi saja. 
 AG : Okay. Did you face problem about the video game system requirement? 
In this case are about Windows 32bit and 64bit? 
AN : Saya kurang paham system windows saya, tapi saya selalu pakai 
Sastratsuki 32bit, dan selalu lancar-lancar aja. 
AG : Jadi Sastratsuki itu yang 32bit bisa dibuka di windows 32bit dan 64bit, 
kalau Sastratsuki nya 64bit tidak bisa dibuka di windows 32bit. 
AG : Next, did you face problems in capitalization? Perhaps you miss to 
capitalize or did typo? 
AN : Tidak ada. 
AG : Did you face problems about text period? In this case is space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? 
AN : Ada, space tadi, 
AG : Bukan yang tadi, yang tadi itu pakai hex workshop, kalau yang ini kan 
pake notepad++… 
AN : Oh, notepad ya, tidak ada … 
AG : Did you face problems with code inside the script? For example 
character code name, system code, etc. missal kode karakter untuk 
Ririku kan R begitu 
AN : Tidak, saya tidak merubah code name itu, langsung terjemahin text nya 
saja. 
AG : Pernah mau dihapus tidak itu code name characternya? 
AN : Tidak, karena memang sudah tahu kalau itu kode. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
AN : Tidak, karena character limitnya lumayan banyak jadi bisa agak leluasa 
translatenya. 
AG : Did you face other coding problems in translating Sastratsuki? 
AN : Iya ada, untuk kode enter, kan biasanya garis lurus | 
AG : Bukan, kalau enter itu /n, 
AN : Oh ya itu, sering terbalik kodenya, garis miring dulu apa n dulu, jadinya 
yang harusnya enter malah lanjut barisnya. 
AG : Iya, kalau terbalik kode enternya tidak bisa terbaca. 
AG : Did you find any sentence/textstrings which are hard to understand and 
difficult to translate? 
AN : Ada beberapa yang memang dari sentence structure nya sendiri susah, 
you will have to fight the falling enemies… bla bla bla, itu sulit dipahami 
dan jadinya tidak diterjemahkan. 
AG : Did you find any idioms in translating Sastratsuki? 
AN : Idiom itu seperti apa? 
AG : Ya, seperti killing two birds with one stone gitu, 
 AN : Tidak ada. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
AN : Ya yang infiltrate tadi, jadi bingung translate nya menyesuaikan 
konteksnya. 
AG : Okay the last one, did you face other content problems in translating 
Sastratsuki? 
AN : Tidak, karena sudah tau ini konsepnya seperti ninja yang sedang dilatih 
dan ada humornya jadi sebagian besar sudah paham. 
AG : Okay, that’s all this interview on transcript 1, thank you so much 
Anggun Nurlitasari for your time and participation, Assalamualaikum 
wr. wb 
AN : Your welcome, Waalaikumussalam wr.wb 
 
 TRANSCRIPT 2 
 
Date  : Monday, September 24, 2018 
Time  : 06.30 – 08.40 
Informant : Olivia Devi  : 143211009 (OD) 
Interviewer : Agus Nur Shodiqin  : 143211038 (AG) 
 
AG : Bismillahirrahmanirrahim, Assalamualikum wr. wb, 
OD : Waalaikumussalam wr. wb 
AG : Okay, good morning! 
OD : Selamat pagi! 
AG : Okay, today is Monday, September 24, 2018, and in this morning I will 
have interview with the translator from Group 2, and it will recording 
and transcripted on transcript 2 first of all I need you to introduce 
yourself by mentioning your full name and your Student Registration 
Number please. 
OD : Okay, my name is Olivia Devi, my Student Registration Number is 
143211009 
AG : Okay, Oliv, I will give you short description about this interview, this 
interview will be divided into four sections, first section is Pokémon 
Ranger translation strategy, the second section is Sastratsuki translation 
strategy, the third section is about the problems in translating Pokémon 
Ranger, and then fourth or the last section is about the problems in 
translating Sastratsuki. Without any further saying let’s get started from 
the first section Pokémon Ranger translation strategy. 
AG : I will read the source text, and then you read the target text, mention 
your strategy, and give your reason. 
OD : Oke. 
AG : The first one, “Your desire to help people in need…, translated to? 
OD : In my target text is “Semangatmu tuk menolonng orang lain… 
AG : Okay, the strategy and the reason? 
OD : The strategy is literal translation, because word for word. 
AG : Okay, next, You have the qualifications to become a Pokémon Ranger.” 
Translated to? 
OD : In the target text Kamu pantas menjadi seorang Pokémon Ranger.” The 
strategy is literal translation because the translation become shorter. 
AG : <Invitation> become? 
 OD : <UNDANGAN> the strategy is literal translation because word for 
word. 
AG : Next, Your strong motivation to become a Pokémon Ranger… 
translated to? 
OD : Motivasimu kuat untuk menjadi seorang Pokémon Ranger… The 
strategy is literal translation because word for word. 
AG : Okay, next, How you live in harmony with Pokémon and strive to 
protect nature everyday… become? 
OD : Kamu hidup rukun dengan Pokemon édan berjuang melindungi alam 
setiap hari… The strategy is literal translation because the translation is 
word for word. 
AG : Next, How you selflessly go to the help of those in need… become? 
OD : Tanpa pamrih kamu menolong yg butuh bantuan… The strategy is literal 
translation because word for word. 
AG : And then, How you have trained and built your body to become a 
Ranger… menjadi? 
OD : Kamu yang telah berlatih untuk membentuk badanmu utk menjadi 
Ranger… The strategy is literal translation because word for word. 
AG : All this I’ve come to understand and appreciate from the seven letters 
you’ve sent me. Translated to? 
OD : Dari ketujuh surat itu aku memahami kemampuanmu. The strategy is 
literal translation because word for word. 
AG : Yup, next I would like to meet you. Translated to? 
OD : Saya ingin berjumpa. The strategy is literal translation because word for 
word. 
AG : Okay, next I want to see for myself if you really are worthy of becoming 
a Ranger. Translated to? 
OD : Aku ingin lihat jika kamu sungguh ingin jd seorang Pokémon Ranger. 
The strategy is literal translation because the translation word for word. 
AG : Next, I will be waiting for you in Fall City next Sunday. Translated to? 
OD : Aku menunggumu di Fall City minggu depan. The strategy is literal 
translation because word for word. 
AG : Selanjutnya, You’ll find enclosed a ticket for the ferry to Fall City and 
an official Pokémon Ranger uniform. 
OD : In the target text is Kamu akan dapat tiket menyebrang ke Fall City dan 
seragam Pokémon ranger. The strategy is literal translation because 
word for word. 
AG : Wear it, and wait for me in the harbor. Translated to? 
OD : In the target text is Kenakan, dan tunggu di pelabuhan. The strategy is 
literal translation because word for word. 
AG : Iya, okay, next, With that uniform on, I won’t have any trouble spotting 
you. Translated to? 
OD : Dengan seragam itu, aku tak kesulitan mencarimu. The strategy is literal 
translation because word for word. 
 AG : Next, I look forward to seeing you. Translated to?  
OD : Aku akan menemukanmu. The strategy is literal translation because 
word for word. 
AG : Best regards, translated to? 
OD : Salam, The strategy is literal translation because word for word. 
AG : Spenser, menjadi? 
OD : Spenser, the strategy is no translation because the word is unnecessary 
to change. 
AG : Ringtown Ranger Leader 
OD : Ketua Ranger Ringtown. The strategy is literal translation because word 
for word. 
AG : Okay, we move to the second sections, Sastratsuki translation strategy, 
the first we will discuss about Nuru character, first question The most 
religious of all. Translated to? 
OD : Dia yang paling rajin sembahyang. The translation strategy is 
Domestication, because religious means faithful, but in bahasa a 
religious person is a person who always pray on time, so the translator 
translate religious into sembahyang. 
AG : She preaches before she breaches. 
OD : Dia selalu berfikir sebelum bertindak. The translation strategy is 
transcription… 
AG : I’m sorry, do you mean transcreation? 
OD : Ya, I mean transcreation because the meaning from the SL is different 
but it has the same message. 
AG : Her weapon, a book, highlights that. 
OD : Senjata pamungkas nya adalah buku. The translation strategy is 
domestication, because the word “pamungkas” is more general in target 
language. 
AG : Next, So, read a book before she gets rid of you, villains! 
OD : Jadi, persiapkan dirimu atau dia akan menghajarmu, penjahat! The 
translation strategy is transcreation, if the translator translate “read a 
book” to “baca buku” the point in the SL is not effective. 
AG : Nuru, please, do your final exam to legalize your status as a ninja. 
OD : Nuru, Buruan halalin status ninja lo! The translation strategy is 
domestication, because the translator is using “Lo” and “Halalin” which 
are domestic expression in target language. 
AG : What should I do? It’s not against the religion, right? 
OD : In the target text is Aku harus bagaimana? Gimana kalau berdosa? The 
translation strategy is literal translation because word for word. 
 AG : Okay, next, Of course not. You’ll only have to cross a street while 
hundreds of weapons flying at you. I call this test Crossy Agony. Cool, 
isn’t it?  
OD : Enggalah. Lo cuma harus lewatin semua senjata aja. Namanya tangkis 
penderitaan, keren kan? The translation strategy is literal translation 
because word for word. 
AG : Allow me to perform a prayer first to get a divine answer whether this 
test is sinful or not. 
OD : Boleh aku Istikhoroh dulu master? The strategy is domestication 
because “perform a prayer” translated to “istikhoroh” because it is 
appropriate translation without losing her characterization. 
AG : It’s not sinful. I am sure of it. 
OD : Ini ga dosa, beneran deh! The strategy is domestication because it is use 
Betawi’s accent. 
AG : I don’t know that you’re knowledgeable on religion, sir. 
OD : Aku tidak tahu anda paham agama, master. The strategy is literal 
translation because word for word. 
AG : I am. 
OD : Tentu. The translation strategy is domestication because it is Hurt’s 
answer to Nuru statement, if it is translated literally it will does not 
match with the context. 
AG : Knowledgeable men will never say that they are knowledgeable. 
OD : Seperti padi, semakin berisi semakin merunduk. The strategy is 
transcreation, because the message from the source text is completely 
deliver to target language even the translator totally change the structure. 
AG : ... 
OD : ... The translation strategy is no translation because it is not necessary to 
change. 
AG : Sir, are you still there? Sir? 
OD : Master,kau masih disana? Master? The strategy is literal translation, 
because word for word. 
AG : Wonderful! Wonderful! Wonderful! 
OD : Hebat! Hebat! Hebat! The strategy is literal translation because word for 
word. 
AG : Praise be to God for this life is full of wonder. 
OD : Alhamdulillah hidup ini penuh dengan keajaiban. The translation 
strategy is domestication, because “Alhamdulillah” is more general in 
target language. 
AG : What’s wrong, Nuru? You failed! 
OD : Lu kenape, Nuru? Lu gagal?! The translation strategy is domestication 
because it is using Betawi’s accent. 
AG : This failure is the indication that this test didn’t receive God’s blessings! 
 OD : Kayaknya ini pertanda tes nya ga diridhoi sama Tuhan. The translation 
strategy is domestication, “diridhoi” is domestic translation in target 
language. 
AG : Then, pray harder! 
OD : Makanye kalo berdo’a yang serius! The translation strategy is literal 
translation because word for word. 
AG : Okay, and then we move to Yususutin Character, the first one, Bon 
apetite ninja. Translated to? 
OD : Ninja koki. The translation strategy is transcreation, if translator 
translate it literally it will be “selamat makan ninja” it will lose the 
meaning. 
AG : Fast food makes fast feet! 
OD : Makan cepat bikin lari cepat! The strategy is literal translation because 
word for word. 
AG : Never take her easy or you’ll taste her infamous weapon, the Sushiriken! 
OD : Jangan pernah anggap dia enteng atau kamu bakal kena jurus 
andalannya, Sushiriken! The strategy is literal translation because word 
for word. 
AG : Eat that, punks! 
OD : Makan itu, anak jalanan! The strategy is literal translation because word 
for word. 
AG : Yususutin, stock you with a ration of delicacy since you will embark 
into the final test. It’s Bouncer! Test your bouncing skill here! 
OD : Yusustin, persiapkan diri lo dengan resep kelezatan dari awal sampai tes 
akhir nanti. Ini adalah memantul! Cobain kemampuan memantul lo 
disini! The translation strategy is literal translation because word for 
word. 
AG : Hurray! Finally! One step closer to say goodbye to ninja apprentice 
status! I need to update this status to my socmed! Along with my new 
recipe! 
OD : Hore! Akhirnya! Selangkah lagi aku bisa lepas dari status ninja magang! 
aku harus update status dulu nih di sosmed! Sesuai sama resep baruku! 
The strategy is literal translation because word for word. 
AG : What should I call my new recipe? The name should be in line with this 
final test. Let’s see. Translated to? 
OD : Enaknya aku kasih nama apa ya resep baru ini? Pokoknya namanya 
harus sama kayak ujian akhir ini. Coba liat. The strategy is literal 
translation because word for word. 
AG : What about ‘Bouncing Bouncing Doughnut’! That sounds cool! 
Translated to? 
OD : Gimana kalo donat mantul mantul! Keren juga tuh! The strategy is literal 
translation because word for word. 
AG : Yusu... Translated to? 
 OD : Yusu... The translation strategy is no translation because it is not 
necessary to change. 
AG : Wait. No. The name doesn’t sound marketable. What about ‘Bouncies’? 
No. That’s weird. Arrghh! It’s hard to get a name for my new recipe. 
Become? 
OD : Tunggu, jangan. Kayaknya namanya ga menjual deh. Gimana kalo 
‘mantul'? jangan. Itu aneh! Duh! Susah banget nyari nama buat resep 
baruku. The translation strategy is domestication because it is use some 
Betawi’s accent like “duh”, “kayanya ga menjual deh”. 
AG : Wait! ‘Final Doughnut’! That sounds tough! No! Big no! Translated to? 
OD : Bentar! ‘Donat Akhir'! kayaknya ga enak deh! Jangan! Salah besar! The 
strategy is literal translation because word for word. 
AG : The target market for the doughnuts is kids! ‘Final Doughnut’ sounds to 
be hoodlum-related. That will leave my doughnut a bad name! 
OD : Yang beli donatku tuh anak-anak! ‘Donat Akhir' jadi kayak nama 
penjahat. Nanti pasti bikin jelek nama donatku! The strategy is literal 
translation because word for word. 
AG : Next, Aargh! What should I do?! 
OD : Duh! Aku harus gimana?! The strategy is domestication because 
“Aargh” translated to “Duh” 
AG : ... 
OD : ... The translation strategy is no translation, because it is not necessary 
to change. 
AG : Congratz, Yusu! You’ve proven yourself that a chef and a ninja could 
mix! 
OD : Selamat ye, Yusu! Lo udah buktiin kalo koki sama ninja bise jadi satu! 
The translation strategy is domestication because using Betawi’s accent 
like “ye”, “lo”, “bise” in the target text. 
AG : Don’t congratz me, master! I still couldn’t get a name for my new 
doughnut recipe! Translated to? 
OD : Jangan bilang gitu dulu , master! Aku masih ga bisa ngasih nama donat 
baruku! The strategy is literal translation because word for word. 
AG : ... 
OD : ... The translation strategy is no translation because it is not necessary to 
change. 
AG : Check your cholesterol! You’re too slow! You failed! Translated to? 
OD : Makanye cek kolestrol! Lo jadi lambat! Gagal deh! The strategy is literal 
translation because word for word. 
AG : Don’t ask me to check my cholesterol, master! I still couldn’t get a name 
for my new doughnut recipe! Translated to? 
OD : In the target text is, Jangan tanya soal kolestrol, master! Aku masih ga 
bisa ngasih nama donat baruku! The strategy is literal translation 
because word for word. 
AG : The last one, ... 
 OD : ... The translation strategy is no translation because it is not necessary to 
change. 
AG : Okay, next, we move to the third section, Pokémon Ranger Translation 
Problem, first question, Hex Workshop is purchased application, 
meaning that after you install it you have to insert key or license. Did 
you have problems about this? 
OD : No, I did not have problem about this because I can use trial version 
normally. 
AG : On the first sight, did you confuse about the Hex Workshop’s interface? 
What makes you confuse? 
OD : Yes I did confuse because in the Hex Workshop there is too much code 
and I don’t know about that. 
AG : How long you understand to use Hex Workshop? 
OD : When the lecturer teach me to use Hex Workshop and I try it myself at 
home it is about a week. 
AG : Did you face other problems in using Hex Workshop? 
OD : No I did not. 
AG : Did you face problems in using DesmuMe? 
OD : Yes, I did because for the first time I don’t understand how to open the 
file and play the video game, like step by step to use DesmuMe. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
OD : Yes, I did, in the data number 1, in the source text is “Semangatmu tuk 
menolonng orang lain… it has double “n” which is typo error. Also on 
the data number 5, in target text there is “Pokemon édan…” that is also 
typo error. 
AG : Did you face problems about text period? Space, comma, full stop, 
colon, ellipsis, colon, question mark, hyphen, slash, parentheses, and 
apostrophe? Because if you type full stop it doesn’t literally showing full 
stop on the preview. 
OD : No, I did not. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
OD : Yes, I did, in the data number 7, the total character increased 8 character. 
But the translator try to shorten the target text by using abbreviation 
“untuk” become “utk”. 
AG : In Pokémon Ranger, there is sprite font inside the title, and it cannot be 
literally translated. How did you solve it? 
OD : I copied the sprite code and paste it on my target language. 
AG : Did you face other coding problems in translating Pokémon Ranger? 
OD : Yes I did, ketika saya memasukkan coding ke Hex Workshop tetapi 
hasilnya acak-acakan saat di preview. 
 AG : Did you find any words or sentences which are hard to understand and 
difficult to translate? 
OD : No, I did not, all the words or sentences are easy to understand. 
AG : Did you find any idioms in translating Pokémon Ranger? 
OD : No, I did not find any idiom. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
OD : No, I did not find any difficult vocabulary or terminology. 
AG : Did you face other content problems in translating Pokémon Ranger? 
OD : Yes, I did, biasanya saya kesulitan untuk merangkai terjemahan pada 
target language. 
AG : Okay, good, next, we move to the last section, section four, Sastratsuki 
Translation Problem, the first question, did you feel confuse about 
Notepad++ interface? Which part makes you confuse? 
OD : No, I did not, because I did not use Notepad++, I use windows’ notepad. 
AG : There are different names for each file contain script in package folder, 
did you face problem about the files name? 
OD : No, I did not, because I did not rename the file so there is no problem 
about it. 
AG : Did you ever experienced one or part of textstring/characters description 
doesn’t run in the preview? What did you do then? 
OD : Ya saya pernah ketika memasukkan coding pada percobaan pertama, 
kemudian saya bertanya pada teman saya satu grup untuk membantu 
saya. 
AG : Did you face other problems in using Notepad++? 
OD : No, I did not because I did not use it. 
AG : Have you ever experienced nwjs.exe stopped working? What did you do 
then? 
OD : Usually, when I face this I ask my friend to solve it. 
AG : Have you ever experienced Sastratsuki screen does not display after you 
open it, even after several minutes? What did you do then? 
OD : No, I did not face problem about it, the video game is normally playing 
when I open it. 
AG : Did you face problem about the video game system requirement? In this 
case are about Windows 32bit and 64bit? 
OD : No I did not, actually I did not know about it, my laptop has 64bit 
Windows so I do not have problem about that. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
OD : No, I did not. 
 AG : Did you face problems about text period? In this case is space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? 
OD : Yes, I did, in the data number 3, “Her weapon, a book, highlights that.” 
become “Senjata pamungkas nya adalah buku.” There is no comma in 
target language, also for data number 5, “Nuru, please, do your final 
exam to legalize your status as a ninja.” become “Nuru, Buruan halalin 
status ninja lo!” there is exclamation mark in target language which is 
does not exist in the source text. 
AG : Did you face problems with code inside the script? For example 
character code name, system code, etc. 
OD : No, I did not because I understand the code. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
OD : Yes, I did, in the data number 24 and 26, I tried to abbreviate and omit 
some in target language agar pesannya tersampaikan dan jumlah 
karakter juga tidak melebihi batas agar video game tidak error. 
AG : Did you face other coding problems in translating Sastratsuki? 
OD : No, I did not. 
AG : Did you find any sentence/textstrings which are hard to understand and 
difficult to translate? 
OD : Yes, I did, because I translate two characters in Sastratsuki, I have to 
understand the background of each character, so that I can build 
characterization in translating the character. For example on data 
number 12 and 29. 
AG : Did you find any idioms in translating Sastratsuki? 
OD : Yes, I did, in the data number 12, the source language is 
“Knowledgeable men will never say that they are knowledgeable” 
become “Seperti padi, semakin berisi semakin merunduk.” The meaning 
is completely transferred in target text through the idiom. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
OD : Yes, I did, I found several cultural terms or from the character itself, like 
in data number 7 “prayer” become “istikhoroh”, and then data number 
27, “bouncing bouncing doughnut” become “donat mantul mantul”, the 
last is data number 31 is “final doughnut”. 
AG : Did you face other content problems in translating Sastratsuki? 
OD : No, I did not. 
AG : Okay, that is all the interview, thank you so much Olivia Devi for your 
time, Wassalamualaikum Wr. Wb. 
OD : Sama sama, Waalaikumussalam Wr. Wb. 
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AG : Bismillahirrahmanirrahim, Assalamualikum wr. wb, 
ND : Waalaikumussalam wr. wb 
AG : Okay, good morning! 
ND : Selamat pagi! 
AG : This is Wednesday, September 12, 2018, and in this morning I will have 
interview with the translator from Group 3, and it will recording and 
transcript on transcript 3. Then, first of all I need you to introduce 
yourself by mentioning your full name and your Student Registration 
Number please. 
AN : Nama saya Nadia Musdalifah, NIM saya 143211052 
AG : Okay, good, then I will give you short explanation about this interview, 
this interview is very simple, it will be divided into four sections, first 
section is about strategy in translating Pokémon Ranger, the second one 
is about strategy in translating Sastratsuki, the third one is about the 
problems in translating Pokémon Ranger, and then fourth or the last one 
is about the problems in translating Sastratsuki. Okay let’s get started 
from the first one. 
AG : I will read the source text, and then you say your translation on the target 
text and give your reason. Bisa dimulai ya? 
ND : Okay 
AG : The first one, “Your desire to help people in need…, translated to? 
ND : “Hasrat untuk menolong orang lain…, saya menerjemahkannya literal 
translation, word to word, dan juga maknanya tersampaikan dengan 
jumlah karakter yang tidak lebih. 
AG : Next, You have the qualifications to become a Pokémon Ranger.” 
Become? 
ND : Anda berhak menjadi seorang Pokémon Ranger.” Saya juga 
menggunakan literal translation, tidak ada masalah dengan karakter. 
AG : Jumlah karakternya ya? 
ND : Iya, maknanya juga tersampaikan dan enak dibaca. 
 AG : Next, <Invitation> menjadi? 
ND : <Undangan> soalnya undangan itu umum digunakan di Indonesia 
AG : Then, Your strong motivation to become a Pokémon Ranger… menjadi? 
ND : Motivasi anda menjadi Pokémon Ranger… saya menggunakan loss of 
meaning translation, strong nya saya hilangkan, jika tetap saya 
terjemahkan akan melebihi batas jumlah karakter. 
AG : Next, How you live in harmony with Pokémon and strive to protect 
nature everyday… become? 
ND : Bagaimana anda hidup rukun dengan Pokémon dan berjuang 
melindungi alam… word to word, jadi saya menggunakan literal 
translation, karena tidak ada perubahan struktur kalimat dan ini saya 
terjemahkan perkata. 
AG : Next, How you selflessly go to the help of those in need… menjadi? 
ND : Keikhlasan anda menolong mereka yang kesusahan… saya 
menerjemahkan menggunakan domestication, soalnya kata “ikhlas” itu 
lebih dekat dengan budaya Indonesia sebagai target text, dan juga tidak 
ada masalah dengan jumlah karakternya. 
AG : Okay, next, How you have trained and built your body to become a 
Ranger… menjadi? 
ND : Anda telah terlatih dan kuat untuk menjadi Ranger… literal translation, 
saya menerjemahkannya word to word dan juga jumlah karakternya 
lebih efisien. 
AG : Then, All this I’ve come to understand and appreciate from the seven 
letters you’ve sent me. Menjadi? 
ND : Dari tujuh surat itu saya memahami kualifikasi anda. Saya 
menggunakan loss of meaning translation supaya jumlah karakternya 
lebih singkat, dan juga maknanya tersampaikan. 
AG : Next, I would like to meet you. 
ND : Saya ingin bertemu anda. Literal translation, word to word juga. 
AG : I want to see for myself if you really are worthy of becoming a Ranger. 
Menjadi? 
ND : Saya ingin melihat sendiri bahwa anda layak menjadi Ranger. Saya 
menggunakan literal translation, dan jumlah karakternya sangat efektif. 
AG : Selanjutnya, I will be waiting for you in Fall City next Sunday. Menjadi? 
ND : Saya tunggu anda di Fall City besok Minggu. Word to word juga, jadi 
literal translation. 
AG : You’ll find enclosed a ticket for the ferry to Fall City and an official 
Pokémon Ranger uniform. Menjadi? 
ND : Terlampir tiket menuju Fall City dan seragam Pokémon Ranger. 
Menggunakan loss of meaning translation, maknannya juga 
tersampaikan, kata “fery” hilang karena textstring selanjutnya sudah ada 
pelabuhan, jadi sudah menunjukkan yang terlampir adalah tiket kapal. 
AG : Next, Wear it, and wait for me in the harbor. Menjadi? 
 ND : Pakailah dan tunggu saya di pelabuhan. Jelas sekali pakai literal 
translation, dan juga jumlah karakter tidak ada masalah. 
AG : Kemudian, With that uniform on, I won’t have any trouble spotting you. 
Menjadi? 
ND : Seragam itu memudahkan saya untuk mengenali anda. Saya 
menggunakan literal translation juga, dan tidak ada masalah juga dengan 
karakternya. 
AG : Kemudian, I look forward to seeing you. 
ND : Sampai jumpa di pelabuhan. Saya menggunakan compensation 
meaning, karena saya menambahkan kata pelabuhan pada target text. 
AG : Best regards, 
ND : Salam, domestication, umumnya penutup surat menggunakan kata 
‘salam” jadi sudah menjadi common translation. 
AG : Spenser 
ND : Spenser, itu nama karakter jadi tidak diterjemahkan, no translation. 
AG : The last one, Ringtown Ranger Leader menjadi? 
ND : Ketua Ranger Ringtown, literal translation word to word, sangat jelas 
sekali. Okay next, we move to the second section, Sastratsuki translation 
strategy, 
AG : He is an effective and efficient ninja. Translated to? 
ND : Dia adalah ninja yang patuh dan berguna. Saya terjemahkan secara 
literal translation, dan juga tidak ada perubahan jumlah karakter yang 
signifikan. 
AG : That’s all (effective and efficent, right?), menjadi? 
ND : Ya itu saja (patuh dan berguna, apa iya?), sama menggunakan literal 
translation, word to word. 
AG : Kemudian, Zainaru! Menjadi? 
ND : Zainaru! No translation, karena merupakan nama karakter. 
AG : Sir, yes, sir! Menjadi? 
ND : Siap!! Literal translation, karena merupakan ekspresi yang digunakan 
dalam kemiliteran, karena menyesuaikan juga dengan karakter Zainaru 
yang terkesan kaku seperti anggota militer. 
AG : This is your last test. Do it well! Menjadi? 
ND : Ini UAN lo, kerjain hlo! Saya menggunakan domestication, karena 
UAN itu merupakan bentuk domestikasi dari “last test”, kepanjangan 
dari Ujian Akhir Ninja, dan juga “kerjain hlo” itu juga sebuah ekspresi 
untuk memunculkan kesan humor. 
AG : Next, Sir, yes, sir! 
ND : Siap!! Literal translation, seperti tadi karena ini merupakan ekspresi 
yang digunakan dalam dunia militer. 
 AG : Question? Diterjemahkan menjadi? 
ND : Lo gak mo nanya apaa gituu ...? saya menggunakan domestication, 
karena menurut saya karakter Hurt itu tidak kaku seperti karakter 
Zainaru, walaupun jumlah karakternya bertambah namun tidak 
mempengaruhi makna terjemahannya. 
AG : Sir, yes, sir! 
ND : Siap!! Sama seperti sebelumnya, literal translation. 
AG : Kemudian, What is it? Translated to? 
ND : Cepatan lo ngomong!!! Saya menggunakan domestication walaupun ada 
perubahan struktur kalimat dari introgative menjadi imperative, 
maksudnya untuk menunjukkan ekspresi Hurt. 
AG : What test is it, sir? Diterjemahkan menjadi? 
ND : Anu...Ujian apa itu? Saya menggunakan literal translation, dan juga ada 
penambahan “anu” itu sebagai humor sense saja. 
AG : Kemudian, Hill Jump! You jump over hills! Perfect timing is 
everything! 
ND : Lewati lembah! Tapi gak perlu mendaki gunung, harus tepat waktu! Itu 
saya menggunakan Loyalty, karena terjemahan saya terinspirasi dari 
soundtrack Ninja Hatori dengan sedikit penyesuaian. 
AG : Sir, yes, sir! 
ND : Siap Pak! Sama, menggunakan literal translation. 
AG : Next, Good, Zainaru! 
ND : Cocok! Saya menggunakan domestication, untuk humor sense saja, dan 
juga lebih efisien untuk jumlah karakternya. 
AG : Next, Magnificent job, Zainaru! Diterjemahkan menjadi? 
ND : Wih, keren banget. Lo menang tau. Yihaa! 
AG : Ada penambahan yihaa ya? Terlihat sekali, 
ND : Iya, saya menggunakan domestication, walaupun ada penambahan 
seperti tadi tapi itu bertujuan untuk humor sense saja, dan lebih banyak 
menggunakan logat/aksen Betawi. 
AG : Sir, yes, sir! 
ND : Siap, Pak! Literal translation juga, seperti sebelum-sebelumnya. 
AG : Kemudian, Retry it! 
ND : Aduh... ulangi lagi dong. Saya menggunakan compensation, ada 
penambahan aduh, sebagai ekpresi kecewa. 
AG : Next, Sir, yes, sir! Retry to fail? Diterjemahkan menjadi? 
ND : Siap pak!! Eh ulangi biar kalah pak? Saya menggunakan literal 
translation, jumlah karakternya juga tidak berbeda jauh. 
AG : No, Zainaru, No! 
 ND : BUKAN ZAI BUKAAAN, literal translation, meskipun menggunakan 
capslock itu menunjukkan ekspresi kesal Hurt terhadap Zainaru. 
AG : Okay, jadi itu alasannya kenapa menggunakan capslock ya? 
ND : Iya, benar. 
AG : Sir, yes, sir! 
ND : Siap pak!! Literal translation, seperti sebelumnya. 
AG : Kemudian titik tiga ... diterjemahkan menjadi? 
ND : Titik tiga juga, no translation karena itu merupakan ekspresi Hurt, 
ekspresi kesal jadi tidak diungkapkan dengan kata-kata namun hanya 
diam saja. 
AG : Okay, next we move to Nunanoo character, the first one, A fashion ninja. 
Diterjemahkan menjadi? 
ND : Ninja paling hitz dan gaul. Saya menggunakan compensation, agar 
penggambaran karakternya lebih kuat, juga “hitz dan gaul” sudah 
mewakili kata fashionable itu sendiri. 
AG : Okay, next, For her, what you wear should be in line with what you war. 
Become? 
ND : Apa yang dipakai harus sesuai dengan jenis pertempuran yang 
dihadapinya. Saya menggunakan literal translation, word to word, 
meskipun jumlah karakternya bertambah namun maknanya tetap 
tersampaikan. 
AG : ‘Live Reasonably, Die Fashionably’ diterjemahkan menjadi? 
ND : “Hidup bahagia, Mati tetap gaya” saya menggunakan literal translation, 
maknanya juga tersampaikan dan jumlah karakternya tidak berbeda 
jauh. 
AG : Next, That’s her clothing shop’s motto! Diterjemahkan menjadi? 
ND : Ya ... Itulah motto toko bajunya. Sama seperti sebelumnya 
menggunakan literal translation, word to word. 
AG : Okay, next, Nunano’o! Did you read? 
ND : Lagi baca apaan, Nuna? Saya menggunakan literal translation, walaupun 
menggunakan kata apaan itu agar menunjukkan karakter Hurt itu tidak 
kaku. 
AG : Ah, Master Hurt! Long time no see! How’s everything? 
ND : Ah, Master Hurt! Lama ya nggak ketemu! gimana kabarnya? Memakai 
literal translation, dan word to word, maknanya sama persis seperti 
source text. 
AG : Oh, good as always. I wanna... menjadi? 
ND : Ya baik dong.. eh gue mau... saya menggunakan literal translation juga, 
karena struktur kalimatnya tidak berubah dan jumlah karakternya tidak 
berbeda jauh. 
 AG : Okay, kemudian, Halt! I knew what you were gonna say. You want me 
to design a grandeur garb for you! Right? Right? Diterjemahkan 
menjadi? 
ND : Stop! gue tau apa yang mau lo omongin. Lo pasti mau gue buatin 
pakaian kan? Betul? betul? Betul? Saya menggunakan loyalty, karena 
kata “betul” yang saya ulang tiga kali tersebut terinspirasi dari kartun 
Upin dan Ipin, juga supaya ada humor sense nya. 
AG : Kemudian, Err well, actually... diterjemahkan menjadi? 
ND : Anu, sebenernya gini ... menggunakan literal translation, err saya 
terjemahkan anu karena itu merupakan ekspresi untuk menunjukkan 
orang yang sedang berfikir sebelum mengutarakan sesuatu. 
AG : Okay, next, Well, your name is ‘Hurt’. Pain, injury, and agony are all 
that defines you! So, in my opinion, you must wear ‘Vagrant Ninja’ 
theme. Translated to? 
ND : Coba kita lihat, nama lo Hurt yang berarti sakit, luka dan penderitaan. 
Ckckck, menurut gue sih lo harus makek pakaian bertema‘Ninja 
Madesu’ (Masa Depan Suram). Saya menggunakan domestication, 
karena ada logat betawi kentara sekali seperti loe gue, juga ada “ckckc” 
itu merupakan ekspresi kasihan Nunanoo terhadap Hurt, kemudian juga 
“Vagrant Ninja” saya terjemahkan menjadi “Madesu” juga merupakan 
kata yang umum di target language. 
AG : Torn cloth, ripped fabric, and stitched garment. Wow. You’ll look 
awesome. Translated to? 
ND : Baju sobek, kain tipis dan kain tembel-tembelanan gitu. Serius lo bakal 
keliatan keren!!! Menggunakan domestication juga, 
AG : Okay, the reason? 
ND : “kain tembel-tembelan” merupakan penggambaran kalau di target 
language, kain tembel-tembelan itu dipakai orang gembel, jadi 
disesuaikan dengan arti nama Hurt tadi. 
AG : Next, That sounds nice but actually... diterjemahkan menjadi? 
ND : Oh ya yaa bagus.. tapi sebenernya gue mo bilang ... Domestication, 
karena saya menggunakan logat lagi, ada “gue”. 
AG : Oh. You’ve got some alternative idea? I’ll make... 
ND : Oh. Lo ada ide lain? Oke gue bakal buat... saya menggunakan 
domestication, dan terjemahannya lebih efektif dalam jumlah karakter. 
AG : Okay, selanjutnya, Today is your final test day! You will do Paperplane 
Ninja! Diterjemahkan menjadi? 
ND : Diem dulu ih! Ini tuh hari ujian terakhir lo!!! Lo harus jadi tukang pos! 
Saya menggunakan compensatiton, ada penambahan “diem dulu ih!” 
yang merupakan ekspresi kesal karena perkataan Hurt selalu disanggah 
oleh Nunanoo. 
AG : Sending message through paperlane and making it sure that it arrives on 
the designated place. Translated to? 
 ND : Ngirim surat pake pesawat kertas dan harus sampe ke TU-JU-AN! saya 
menggunakan literal translation, meskipun strukturnya menjadi terbalik 
namun maknannya masih sama, “tujuan” saya buat capslock sebagai 
ekspresi penegasan saja. 
AG : Oh. Got it. I’ll put some blood stain like cloth to make you like a  
gallant knight. Translated to? 
ND : Oh. gue tau! gue bakal nempelin beberapa noda darah di baju lu, biar lo 
keliatan kayak ksatria yang gagah padahal aslinya sih enggak. Saya 
menggunakan compensation ada penambahan “aslinya sih enggak” 
untuk humor sense saja. 
AG : Kemudian, titik tiga kali diterjemahkan menjadi? 
ND : Titik tiga kali juga, no translation, karena itu merupakan ekspresi datar. 
AG : I knew you could do it, Nunano’o. Great job! Diterjemahkan menjadi? 
ND : Bagus, Nunano’o!! Gue udah tau kalo lo pasti bisa lulus. Menggunakan 
literal translation, walaupun struktur kalimatnya ternbalik namun 
maknanya tetap tersampaikan dengan baik. 
AG : Okay, next, Last offer. Katana for the accesory for your new costume! 
Become? 
ND : Penawaran terakhir nih, Katana buat printilan di baju biar lo keliatan 
cakeplah. Menggunakan domestication, harusnya diterjemahkan 
menjadi “aksesoris” namun saya terjemahkan menjadi “printilan” agar 
lebih humor saja. 
AG : Kemudian, titik tiga kali lagi diterjemahkan menjadi? 
ND : Titik tiga kali, no translation, karena itu merupakan ekspresi datar. 
AG : This is the result if you don’t focus on your final test! Translated to? 
ND : Yaaahh, begini nih hasilnya kalo lo kelama’an milih baju! Hiks! 
Menggunakan literal translation, “don’t focus” saya terjemahkan 
menjadi “kelamaan milih baju”, untuk memperkuat karakter dan 
menggambarkan tidak fokusnya itu disebabkan karena terlalu lama 
memilih baju/kostum. 
AG : Had the test been about fashion, I would have won even before the test 
started. Translated to? 
ND : Ya jangan sewot dong lo. Kalo ujiannya milihin baju buat lo, pasti gue 
menang. Compensation, karena ada penambahan “ya jangan sewot” 
ekpresi kesal Nunanoo terhadap Hurt, ada juga penambahan “milih baju 
buat lo”. 
AG : Then, the last one, titik tiga kali diterjemahkan menjadi? 
ND : Titik tiga kali juga, no translation, karena itu merupakan ekspresi kesal. 
AG : Okay, next, we move to the third section, Pokémon Ranger Translation 
Problem, first question, Hex Workshop is purchased application, 
meaning that after you install it you have to insert key or license. Did 
you have problems about this? How you solve this? 
 ND : Ya, namun saya meminta tolong dosen saya untuk memperbaiki Hex 
Workshop nya. 
AG : Okay, on the first sight, did you confuse about the Hex Workshop’s 
interface? What makes you confuse? 
ND : Ya, tentu, banyak sekali kode-kode yang membuat saya bingung saat 
membuka Hex Workshop, banyak sekali angka 0 yang membuat saya 
jadi tambah bingung. 
AG : So you feel confuse when seeing lot of code inside Hex Workshop? 
ND : Iya, betul. 
AG : Okay, then how long you understand to use Hex Workshop? 
ND : Kurang lebih semingguan saya baru paham. 
AG : Did you face other problems in using Hex Workshop? 
ND : Insyaallah tidak ada. 
AG : Next, did you face problems in using DesmuMe? 
ND : Tidak, karena saya sudah sering menggunakan dengan saudara saya, jadi 
saya sudah paham. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
ND : Ya sering, jadi saya sangat berhati hati dan mengecek kembali 
terjemahan saya sampai berulangkali hingga saya yakin sudah benar. 
AG : Okay, good, did you face problems about text period? Space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if you type full stop it doesn’t 
literally showing full stop on the preview. 
ND : Untuk penggunaan text period, saya mengalami masalah dengan 
penggunaan space. Untuk menggunakan space saya mengetik titik, itu 
yang saya sering lupa. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
ND : Iya, misal pada textstring nomor 12, “You’ll find enclosed ticket for the 
ferry” jika saya terjemahkan literal walaupun maknanya tersampaikan 
secara utuh namun jumlah karakternya melebihi batas. Jadi saya 
melakukan sedikit omittion. 
AG : In Pokémon Ranger, there is sprite font inside the title, and it cannot be 
literally translated. How did you solve it? 
ND : Saya tidak menerjemahkan kata “Pokémon” itu sendiri, saya hanya 
menerjemahkan kata sebelumnya dan sesudahnya saja, jadi jika hasil 
terjemahannya lebih pendek maka saya tinggal menggeser posisi kata 
“Pokémon” tersebut. 
AG : Okay, itu untuk menjaga sprite font nya supaya tidak hilang ya. Next, 
did you face other coding problems in translating Pokémon Ranger? 
ND : Alhamdulillah tidak ada. 
 AG : Did you find any words or sentences which are hard to understand and 
difficult to translate? 
ND : Alhamdulillah tidak ada. 
AG : Did you find any idioms in translating Pokémon Ranger? 
ND : Tidak, tidak ada. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
ND : Tidak ada. 
AG : Did you face other content problems in translating Pokémon Ranger? 
ND : Ya, pemilihan diksi untuk menyesuaikan dengan makna dan jumlah 
maksimum karakter menurut saya sulit. 
AG : Okay, well we move to the last section, Sastratsuki video game 
translation problems, the first question, did you feel confuse about 
Notepad++ interface? Which part makes you confuse? 
ND : Tidak karena saya belum pernah menggunakan, saya pakai Notepad 
yang dari Windows. 
AG : Well, next, there are different names for each file contain script in 
package folder, did you face problem about the files name? 
ND : Iya, nama file dan jumlah file yang banyak membuat saya bingung. 
AG : Did you ever experienced one or part of textstring/characters description 
doesn’t run in the preview? What did you do then? 
ND : Pernah, saya minta tolong ke teman saya satu grup untuk mengecek 
kesalahan yang menyebabkan textstringnya tidak berjalan. 
AG : Did you face other problems in using Notepad++? 
ND : Tidak ada. 
AG : Okay, next, have you ever experienced nwjs.exe stopped working? What 
did you do then? 
ND : Tidak, saya tidak pernah mengalami masalah ini. Selama mengerjakan 
translation video game ini belum pernah eror. 
AG : Have you ever experienced Sastratsuki screen does not display after you 
open it, even after several minutes? What did you do then? 
ND : Tidak pernah juga, lancar lancar saja saat dijalankan. 
AG : Did you face problem about the video game system requirement? In this 
case are about Windows 32bit and 64bit? 
ND : Tidak, saya selalu menggunakan Sastratsuki untuk windows 32bit. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo?  
ND : Iya, contohnya di textstring karakter Nunanoo nomor 28, “Betul? betul? 
Betul?” ada yang belum saya ketik kapital, sebenarnya saya sudah minta 
teman satu grup saya untuk mengecek. 
 AG : Did you face problems about text period? In this case is space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? 
ND : Tidak, tidak ada masalah dengan text period. 
AG : Did you face problems with code inside the script? For example 
character code name, system code, etc. 
ND : Tidak pernah, saya hanya menerjemahkan bagian textstringnya tanpa 
mengotak atik code name tersebut. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
ND : Tidak, karena jumlah karakternya lebih banyak daripada Hex 
Workshop. 
AG : Did you face other coding problems in translating Sastratsuki? 
ND : Alhamdulillah, tidak ada. 
AG : Did you find any sentence/textstrings which are hard to understand and 
difficult to translate? 
ND : Ya ada, misalnya “Oh. Got it. I’ll put some blood stain like cloth to make 
you like a  gallant knight.” Sulit diterjemahkan karena harus 
menyesuaikan dengan konteksnya, akhirnya saya menerjemahkan 
dengan menambahkan humor sense. 
AG : Did you find any idioms in translating Sastratsuki? 
ND : Tidak ada. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
ND : Iya, “grandeur garb” dan “vagrant ninja” itu merupakan contoh kata kata 
yang menurut saya sulit diterjemahkan sesuai konteks dalam game ini. 
AG : Okay well, the last one, did you face other content problems in 
translating Sastratsuki? 
ND : Ya, dalam hal pemilihan kata yang tepat untuk membangun karakter 
dalam game ini. 
AG : Okay jadi selain character limitation juga disesuaikan dengan 
characterization ya… 
ND : Iya, karena membangun karakter juga penting menurut saya. 
AG : Good, okay that is all the interview, thank you so much Nadia 
Musdalifah, Wasalamualaikum Wr.Wb 
ND : Waalaikumussalam Wr. Wb. Sama sama. 
 
 TRANSCRIPT 4 
 
Date  : Tuesday, September 18, 2018 
Time  : 11.00 – 12.35 
Informant : Anisa Septia Dewi : 143211025 (DW) 
Interviewer : Agus Nur Shodiqin  : 143211038 (AG) 
 
AG : Bismillahirrahmanirrahim, Assalamualikum Wr. Wb, 
DW : Waalaikumussalam wr. wb 
AG : Okay, good morning! 
DW : Selamat pagi! 
AG : Okay, today is Tuesday, September 18, 2018, and in this morning I will 
have interview with the translator from Group 4, and it will recording 
and transcripted on transcript 4. Then, the first… first of all I need you 
to introduce yourself by mentioning your full name and your Student 
Registration Number please. 
DW : Okay, my name is Anisa Septia Dewi, my NIM is 143211025 
AG : Okay, good, then I will give you short introduction about this interview, 
this interview will be divided into four sections, first section is about 
strategy in translating Pokémon Ranger, the second one is about 
strategy in translating Sastratsuki, the third one is about the problems 
in translating Pokemon Ranger, and then fourth or the last one is about 
the problems in translating Sastratsuki. Okay let’s get started from the 
first section. 
AG : I will say the source text, and then you say your translation on the target 
text and give your reason. 
DW : Oke. 
AG : The first one, “Your desire to help people in need…, translated to? 
DW : “Semangatmu untuk membantu orang lain. 
AG : Okay, the strategy and the reason? 
DW : Menggunakan literal translation, karena word to word translation. 
AG : Okay, next, You have the qualifications to become a Pokémon Ranger.” 
Translated to? 
DW : Kamu layak untuk menjadi seorang Pokémon Ranger.” Literal 
translation, karena terjemahan dari kata ke kata juga. 
AG : <Invitation> become? 
 DW : <Undangan>, menggunakan literal translation, tidak ada perubahan 
grammatical structure dan sudah menjadi terjemahan umum di target 
language. 
AG : Kemudian, Your strong motivation to become a Pokémon Ranger… 
translated to? 
DW : Motivasimu yang kuat untuk menjadi Pokémon Ranger… literal 
translation, tidak ada grammatical structure changing juga. Jumlah 
karakternya juga pas. 
AG : Okay, next, How you live in harmony with Pokémon and strive to 
protect nature everyday… become? 
DW : Kamu yang hidup rukun dengan Pokémon dan terus berjuang 
melindungi alam…  Literal translation juga, word to word juga. 
AG : Next, How you selflessly go to the help of those in need… become? 
DW : Kamu yang menolong orang tanpa pamrih… domestication, 
disesuaikan dengan bahasa target “selflessly” menjadi “tanpa pamrih”. 
AG : And then, How you have trained and built your body to become a 
Ranger… menjadi? 
DW : Kamu yang telah berlatih untuk menjadi seorang Ranger… literal 
translation, word to word juga, dan lebih efisien pada target language. 
AG : All this I’ve come to understand and appreciate from the seven letters 
you’ve sent me. Translated to? 
DW : Aku mencoba memahami dan menghargai tujuh surat yang kamu 
kirimkan kepadaku, literal translation juga diterjemahkan kata ke kata, 
AG : I would like to meet you. Translated to? 
DW : Aku ingin menemuimu. Literal translation lagi, word to word juga. 
AG : I want to see for myself if you really are worthy of becoming a 
Ranger.translated to?  
DW : Aku ingin melihat secara langsung apakah kamu layak menjadi Ranger. 
Literal translation lagi, word to word, total characternya juga masih 
tolerable. 
AG : Next, I will be waiting for you in Fall City next Sunday. Translated to? 
DW : Aku akan menunggumu di Fall City besok minggu. Literal translation 
lagi, word to word lagi, jumlah karakternya juga lebih efisien. 
AG : Selanjutnya, You’ll find enclosed a ticket for the ferry to Fall City and 
an official Pokémon Ranger uniform 
DW : Kamu akan mendapatkan tiket kapal feri ke Fall City dan seragam 
Pokémon Ranger. Sama juga, menggunakan literal translation, word to 
word juga. 
AG : Wear it, and wait for me in the harbor. Translated to? 
DW : Pakailah dan tunggu di pelabuhan. Literal translation lagi, sebagian 
besar memang didominasi literal translation ya. 
AG : Iya, okay, next, With that uniform on, I won’t have any trouble spotting 
you. Translated to? 
 DW : Dengan seragam itu, aku akan mudah mengenalimu. Literal translation, 
word to word juga. 
AG : Next, I look forward to seeing you. Menjadi? 
DW : Aku menantikanmu. Domestication, karena lebih dipersingkat 
kalimatnya dan lebih umum dipakai di target language. 
AG : Best regards, translated to? 
DW : Salam, Domestication, lebih dipersingkat dan lebih umum dipakai di 
target language. 
AG : Spenser, menjadi? 
DW : Spenser. No translation, tidak ada perubahan pada target text, ini juga 
nama karakter dalam video game nya jadi tidak diterjemahkan. 
AG : Okay, the last one, Ringtown Ranger Leader 
DW : Ketua Ranger Ringtown. Literal translation, word to word. 
AG : Okay, next we move to the second sections, Sastratsuki translation 
strategy, the first one, Her name means ‘Ocean’ but she wears ‘green’. 
Translated to? 
DW : Arti namanya ‘laut’ tapi bajunya ‘hijau’. Literal translation, word to 
word, jumlah karakter juga lebih efisien. 
AG : She wants to wear ‘blue’ but her best friend wears it first. Translated 
to? 
DW : Mau pakai baju ‘biru’ tapi keduluan sahabatnya. Literal translation 
juga, word to word. 
AG : Why should we discuss her fashion taste?! Menjadi? 
DW : Kok malah bahas bajunya?! Domestication, sangat lebih efisien pada 
target language. 
AG : One thing you have to know is that ‘ N.A.H (Never Anger Her)’. 
Become? 
DW : Pokoknya ‘A.W.A.S (Awas! Wanita Agak Sangar)’. Domestication, 
mempertahankan singkatan yang menggambarkan karakterisasi 
karakter Umi. 
AG : Umi! Time for the ultimate test! To certify your ninjaship! Translated 
to? 
DW : Umi! Waktunya UAN! Biar jadi ninja beneran! Domestication juga, 
penggunaan UAN (Ujian Akhir Ninja) lebih umum dan lebih mudah 
dipahami. 
AG : Who are you? Translated to? 
DW : Siapa kamu? Literal translation, word to word. 
AG : What the?! I’m Master Hurt! Your master! Translated to? 
DW : Hah?! Gue ini! Master Hurt! Mastermu! Domestication, 
mempertahankan karakterisasi Hurt yang menggunakan logat/aksen 
Betawi. 
 AG : How do I know that you are the real Master Hurt. You never appear 
before us physically. Translated to? 
DW : Buktinya? Munculnya aja baru sekarang. Domestication, langsung 
menyampaikan inti dari kalimat tersebut, lebih efisien juga dalam total 
character. 
AG : Don’t you recognize my voice?! Become? 
DW : Masa gak kenal suara gue? Domestication juga, mempertahankan 
karakterisasi Hurt yang menggunakan logat/aksen Betawi. 
AG : Nothing is unmanipulable today. Translated to? 
DW : Hari gini semua hal bisa dipalsukan. Domestication, “today” 
diterjemahkan menjadi “hari gini” bermaksud untuk menyindir master 
Hurt, walaupun jumlah karakter bertambah namun meaningnya tetap 
tersampaikan. 
AG : Don’t get into my nerves! Your last test is Lotus Jump! Translated to? 
DW : Sumpah lo tuh ya...! Pokoknya lo bakal ujian lompat katak! 
Menggunakan transcreation, “lotus jump” jika tetap dipertahankan 
menjadi “lotus jump” akan kurang sesuai dengan target language, maka 
diterjemahkan menjadi “lompat katak” yang lebih umum dan lebih 
sering digunakan. 
AG : What the? You want me to jump over cars?! I am not a stunt woman! 
Become? 
DW : Hah?! Aku disuruh lompat mobil?! Aku bukan Mower Ranger! Loyalty, 
“stunt woman” tidak diterjemahkan menjadi “pemeran aksi wanita”, 
selain jumlah karakternya terlalu banyak, juga kurang luwes untuk 
dibaca, maka diterjemahkan menjadi “Mower Ranger” merupakan 
plesetan dari “Power Ranger” dan lebih ada humor sense nya. 
AG : It’s lotus flower not that expensive car! Translated to? 
DW : Lompat katak! Siapa juga yang bilang mobil?  Menggunakan 
transcreation, “lotus jump” jika tetap dipertahankan menjadi “lotus 
jump” akan kurang sesuai dengan target language, maka diterjemahkan 
menjadi “lompat katak” yang lebih umum dan lebih sering digunakan. 
AG : Okay, next, I expected to jump over cars actually. But, yeah, flower is 
okay. Translated to? 
DW : Kirain lompat mobil beneran. Okelah, lompat katak juga gapapa. Literal 
translation, word to word. 
AG : Arrghhh! Translated to? 
DW : Arrghhh! Menggunakan no translation, tidak ada perubahan sama 
sekali, karena itu merupakan ekspresi jengkel. 
AG : Okay. You’re certified as a ninja now. Translated to? 
DW : Oke. Lo lulus dan jadi ninja beneran sekarang. Literal translation, word 
to word, jumlah karakternya bertambah namun tidak mempengaruhi 
context meaning nya. 
AG : Like I care. Translated to? 
 DW : Bodo amat. Domestication, ekspresi yang sangat umum di target 
language, menunjukkan sikap tidak peduli dengan orang lain. 
AG : I’ll make it Car Jump if you fail once more!  
DW : Kalo gagal lagi jadi lompat mobil beneran nih. Literal translation, word 
to word juga. 
AG : Bring it on! 
DW : Siapa takut! Domestication, kalau diterjemakan literal menjadi “ayo 
dimulai” kurang cocok dengan konteks kalimat sebelumnya, maka 
diterjemahkan “siapa takut” lebih cocok untuk menanggapi ancaman 
Hurt pada kalimat sebelumnya. 
AG : Okay, next we move to the third section, Pokémon Ranger Translation 
Problem, first question, Hex Workshop is purchased application, 
meaning that after you install it you have to insert key or license. Did 
you have problems about this? How to solve this? 
DW : Ya, untuk mengatasi masalah ini, setelah selesai di instal, saya pilih pre-
downloaded license file dari system file. 
AG : On the first sight, did you confuse about the Hex Workshop’s interface? 
What makes you confuse? 
DW : Ketika pertama kali menggunakan aplikasi ini saya merasa bingung 
karena banyak sekali fitur, system dan komponen komponen yang 
belum saya ketahui fungsinya. 
AG : How long you understand to use Hex Workshop? 
DW : Untuk memahami secara utuh kurang lebih satu minggu. 
AG : Did you face other problems in using Hex Workshop? 
DW : Kesulitan yang lain, ketika harus menghitung jumlah karakter pada 
hasil terjemahan. 
AG : Next, did you face problems in using DesmuMe? 
DW : Tidak pernah menggunakan ini sebelumnya, tapi saat menggunakan ini 
pada Pokémon Ranger juga tidak ada kesulitan juga. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
DW : Tidak ada kesulitan dalam hal ini. 
AG : Did you face problems about text period? Space, comma, full stop, 
colon, ellipsis, colon, question mark, hyphen, slash, parentheses, and 
apostrophe? Because if you type full stop it doesn’t literally showing 
full stop on the preview. 
DW : Tidak ada masalah dengan ini. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
DW : Sedikit bingung dalam masalah “spotting” dan selflessly”, 
menerjemahkan kedua kata tersebut sesuai konteks dan dalam jumlah 
karakter yang terbatas cukup sulit. 
 AG : In Pokémon Ranger, there is sprite font inside the title, and it cannot be 
literally translated. How did you solve it? 
DW : Supaya sprite font tidak hilang maka saya copy kode sprite font terseut 
yang ada di tab kode sebelah kiri, kemudian saya paste pada hasil 
terjemahan saya sehingga sprite font kembali muncul. 
AG : Okay, agar tetap muncul ya sprite font nya, next, did you face other 
coding problems in translating Pokémon Ranger? 
DW : Tidak ada kesulitan lagi. 
AG : Did you find any words or sentences which are hard to understand and 
difficult to translate? 
DW : Tidak ada, 
AG : Did you find any idioms in translating Pokemon Ranger? 
DW : Saya tidak menjumpai idiom dalam menerjemahkan Pokemon Ranger 
ini. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
DW : Ada, kata “selflessly” itu baru saya temui dalam menerjemahkan game 
ini, jadi agak kesulitan namun saya berusaha menyesuaikan terjemahan 
dengan konteksnya. 
AG : Did you face other content problems in translating Pokémon Ranger? 
DW : Kesulitannya dalam hal konten, harus mempertahankan ciri khas game 
ini, tidak mengubah identitas dari game Pokémon Ranger itu sendiri. 
AG : Okay, good, we move to the last section, section four, Sastratsuki 
Translation Problems, first question, did you feel confuse about 
Notepad++ interface? Which part makes you confuse? 
DW : Tidak ada masalah dalam menggunakan ini. 
AG : There are different names for each file contain script in package folder, 
did you face problem about the files name? 
DW : Tidak ada masalah walaupun banyak file dan nama filenya berbeda-
beda. 
AG : Did you ever experienced one or part of textstring/characters 
description doesn’t run in the preview? What did you do then? 
DW : Pernah, pada kalimat “Why should we discuss her fashion taste?!” lalu 
saya minta tolong teman saya satu grup untuk membantu 
menyelesaikan masalah tersebut. 
AG : Did you face other problems in using Notepad++? 
DW : Tidak ada masalah dalam menggunakan Notepad++. 
AG : Have you ever experienced nwjs.exe stopped working? What did you 
do then? 
DW : Ketika masalah ini muncul, kemudian saya close program lalu saya 
replace nw atau launcher programnya dengan nw dari folder lain, jadi 
saya tidak mengubah folder package namun hanya nw nya saja. 
 AG : Have you ever experienced Sastratsuki screen does not display after you 
open it, even after several minutes? What did you do then? 
DW : Pernah, ketika membuka Sastratsuki tidak muncul di layar, kemudian 
saya close dan saya buka lagi, jika masih tidak bisa saya restart windows 
dan membuka Sastratsuki kembali. 
AG : Did you face problem about the video game system requirement? In this 
case are about Windows 32bit and 64bit? 
DW : Tidak ada kesulitan atau masalah, karena saya memakai yang 32bit, 
saya juga tidak paham mengenai windows tersebut. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
DW : Tidak ada kesulitan. 
AG : Did you face problems about text period? In this case is space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? 
DW : Tidak ada masalah dengan text period. 
AG : Did you face problems with code inside the script? For example 
character code name, system code, etc. 
DW : Iya, kode karakter di dalam script disingkat, jadi saya bingung untuk 
menerjemahkan textstring nya, maksudnya ini textstring milik karakter 
siapa, seperti itu. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
DW : Kesulitan dalam menerjemahkan ‘N.A.H (Never Anger Her)’ menjadi 
‘A.W.A.S (Awas! Wanita Agak Sangar)’ saya rasa cukup sulit dan 
membutuhkan lebih banyak waktu. Kemudian ada “certify your 
ninjaship” itu juga cukup sulit. Hasil terjemahan memang lebih banyak 
jumlah karakternya, hal itu karena juga mempertahankan makna dalam 
penerjemahan. 
AG : Did you face other coding problems in translating Sastratsuki? 
DW : Sama seperti pada Pokémon Ranger tadi, kesulitannya saat menghitung 
jumlah karakter yang akan diterjemahkan dan begitu pula pada hasil 
terjemahan. 
AG : Did you find any sentence/textstrings which are hard to understand and 
difficult to translate? 
DW : Iya, misalnya “What the? You want me to jump over cars?! I am not a 
stunt woman!” jika saya terjemahkan secara literal maka akan membuat 
jumlah karakter sangat banyak, jadi saya memakai loyalty dan sedikit 
humor sense. 
AG : Did you find any idioms in translating Sastratsuki? 
DW : Tidak ada. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
 DW : Ada satu kata, “Lotus Jump” menurut saya sulit untuk diterjemahkan 
sesuai dengan konteksnya. 
AG : Did you face other content problems in translating Sastratsuki? 
DW : Ya, sulit untuk mempertahankan karakter atau watak video game dan 
menyampaikan maknanya karena beberapa kalimat mengandung 
humor, singkatan seperti itu. 
AG : Okay, good, that’s all the interview on transcript 4, thank you so much 
Anisa Septia Dewi, Wassalamualaikum Wr. Wb 
DW : Oke, Waalaikumussalam Wr. Wb 
 
 TRANSCRIPT 5 
 
Date  : Thursday, September 20, 2018 
Time  : 13.00 – 14.50 
Informant : Nur Ummi Khoiriyah : 143211062 (NU) 
Interviewer : Agus Nur Shodiqin   : 143211038 (AG) 
 
AG : Bismillahirrahmanirrahim, Assalamualikum wr. wb, 
NU : Waalaikumussalam wr. wb 
AG : Okay, today is Thursday, September 20, 2018, and in this afternoon I 
will have interview with the translator from Group 5, and it will 
recording on transcript 5. Then, the first… first of all I need you to 
introduce yourself by mentioning your full name and your Student 
Registration Number please. 
NU : Okay, my name is Nur Ummi Khoiriyah, my Student Number is 
143211062 
AG : Okay, I will give you short explanation about this interview, this 
interview will be divided into four sections, first section is about strategy 
in translating Pokémon Ranger, the second one is about strategy in 
translating Sastratsuki, the third one is about the problems in translating 
Pokémon Ranger, and then fourth or the last one is about the problems 
in translating Sastratsuki. Okay let’s get started from the first section. 
AG : I will read the source text, and then you read the target text and give your 
reason. 
NU : Oke. 
AG : The first one, “Your desire to help people in need…, translated to? 
NU : “Semangatmu untuk membantu orang lain… 
AG : Okay, the strategy and the reason? 
NU : Saya memakai literal translation, saya menggunakan literal translation, 
saya menyampaikan maknanya dengan word to word. 
AG : Okay, next, You have the qualifications to become a Pokémon Ranger.” 
Translated to? 
NU : Anda memiliki kemampuan untuk menjadi Pokémon Ranger.” Saya 
menggunakan literal translation juga, makna tersampaikan tanpa 
mengubah source textnya. 
AG : <Invitation> become? 
NU : <Undangan>, menggunakan literal translation, karena makna literalnya 
dalam bahasa Indonesia adalah undangan. 
 AG : Next, Your strong motivation to become a Pokémon Ranger… 
translated to? 
NU : Motivasi yang gigih untuk menjadi Pokémon Ranger… saya 
menggunakan literal translation, karena dalam penyampaian maknanya 
menggunakan word for word. 
AG : Okay, next, How you live in harmony with Pokémon and strive to 
protect nature everyday… become? 
NU : Bagaimana anda hidup dengan rukun bersama Pokémon dan menjaga 
alam raya. Penerjemah menggunakan literal translation, saya 
menerjemahkan secara word to word juga. 
AG : Next, How you selflessly go to the help of those in need… become? 
NU : Membantu orang lain tanpa pamrih… saya menggunakan loss of 
meaning, karena ada kata “how you..” dan itu tidak saya terjemahkan 
karena sudah tersampaikan. Kemudian ada kata “in need” juga tidak 
saya terjemahkan karena keterbatasan karakter. 
AG : And then, How you have trained and built your body to become a 
Ranger… menjadi? 
NU : Anda harus berlatih dan membentuk badan anda untuk menjadi Ranger. 
Literal translation, karena saya hanya menerjemahkan word to word. 
AG : All this I’ve come to understand and appreciate from the seven letters 
you’ve sent me. Translated to? 
NU : Dari ketujuh surat itu saya memahami kualifikasi anda. Loss of 
meaning, disini yang saya hilangkan adalah makna dari “you’ve sent 
me”. 
AG : I would like to meet you. Translated to? 
NU : Saya akan menemui anda. Saya memakai literal translation, saya 
menerjemahkan maknanya word to word juga. 
AG : I want to see for myself if you really are worthy of becoming a Ranger. 
Translated to?  
NU : Sampai jumpa saat anda layak menjadi Ranger. Saya menggunakan 
strategy loss of meaning, saya menghilangkan makna “for myself” dan 
“really” tidak saya terjemahkan. 
AG : Next, I will be waiting for you in Fall City next Sunday. Translated to? 
NU : Saya akan menunggu kedatangan anda di Fall City. Saya menggunakan 
literal translation, word to word. 
AG : Selanjutnya, You’ll find enclosed a ticket for the ferry to Fall City and 
an official Pokémon Ranger uniform 
NU : Anda akan mendapat seragam dan tiket ke Fall City yang terlampir. 
Disini saya menggunakan loss of meaning, saya menghilangkan makna 
dari “for the ferry” tidak saya terjemahkan. 
AG : Wear it, and wait for me in the harbor. Translated to? 
NU : Kenakan, tunggu saya di pelabuhan. Saya menggunakan literal 
translation, karena word to word. 
 AG : Iya, okay, next, With that uniform on, I won’t have any trouble spotting 
you. Translated to? 
NU : Dengan mengenakan itu, saya tidak kesulitan menemui anda. Saya juga 
menggunakan literal translation. 
AG : Next, I look forward to seeing you. Menjadi? 
NU : Sampai berjumpa minggu depan. Saya menggunakan compensation, 
saya menambahkan kata “minggu depan” pada target language. 
AG : Best regards, translated to? 
NU : Salam, saya menggunakan literal translation, karena meaning nya di 
Indonesia itu salam. 
AG : Spenser, menjadi? 
NU : Spenser, menggunakan no translation karena tidak mengubah nama 
karakter ini. 
AG : Ringtown Ranger Leader 
NU : Ketua Ranger Ringtown, literal translation, karena “leader” dalam 
bahasa Indonesia itu bermakna “ketua”. 
AG : Okay, we move to the second section, Sastratsuki translation strategy, 
the first one, His R differentiates him from that you-know-who-the-
heck ninja. Translated to? 
NU : R nya membedakannya dari ninja yang ‘itu’ tuh. Saya menggunakan 
loyalty, karena “ninja yang itu tuh” merujuk pada karakter ninja “Obito” 
pada film Naruto. 
AG : His R is stronger than that of gotta-clutch-‘em-all buddies. 
NU : R nya lebih kuat dari yang mereka tangkap. Saya menggunakan literal 
translation karena penerjemah menerjemahkan secara word to word. 
AG : His R is pronounced ‘AARGH’. 
NU : R nya bersuara ‘Rrrunggg rrrunggg. Saya menggunakan domestication, 
karena “arrghh” diterjemahkan menjadi “rrrungg .. rruungg” yang 
merupakan suara motor. 
AG : ARRGH OUT MY WAY! 
NU : Minggir! Minggir! ‘Rrrunggg Rrrunggg’. Domestication juga, karena 
“arrghh” diterjemahkan menjadi “rrrungg .. rruungg”. 
AG : Glory to Rider Ninja! 
NU : Hidup Ninja Rider! Menggunakan literal translation, karena word to 
word. 
AG : Greeting, Rider Ninja! 
NU : Salam, Ninja Rider! Menggunakan literal translation karena word to 
word juga. 
AG : Master Hurt! Any villains you want me to K.O.? I’m ready to henshin 
anytime you order! 
NU : Master Hurt! Mana penjahat yang akan kubuat K.O? Aku siap henshin 
kapanpun! Literal translation juga, karena word to word. 
 AG : Good! Before you cut real hoodlums, you have to cut some woods! To 
test your nimble footwork! 
NU : Sip! Tapi tolonglah potongin kayu buat gue! Gue mau tahu sekuat apa 
lo! Menggunakan strategy loss of meaning, karena penerjemah 
menghilangakan makna dari “nimble footwork”. 
AG : Cutting woods?! That’s villainous! 
NU : Memotong kayu?! Sadis sekali! Menggunakan literal translation, karena 
word to word. 
AG : How many trees should we cut just for practice? It’s against the law and 
norm! 
NU : Kamu mau berapa batang? Ini sangat melanggar hukum dan norma! 
Saya menggunakan loss of meaning karena “just of practice” saya 
hilangkan untuk mempersingkat jumlah karakter. 
AG : B-But... 
NU : Enggg Taatt-taatt-taatt-taattpi... saya menggunakan compensation, 
menambahkan ekspresi bingung sehingga jumlah karakternya juga 
bertambah. 
AG : Halt! Reveal yourself, villain! 
NU : Diam! Siapa kamu, penjahat?! Literal translation, saya menggunakan 
word to word. 
AG : Villain? Who did you call ‘villain’? 
NU : Penjahat? Hallo.. Siapa 'penjahat'nya? Literal translation, karena word 
to word juga. 
AG : You! You, impostor! How dare you con me using Master Hurt’s voice?! 
Face me the Rider Ninja! Robito! 
NU : Kamu! Kamu, penipu! Berani sekali kamu nyamar jadi Master Hurt?! 
Kalau berani sini kamu! Hadapi aku! Robito! Saya menggunakan literal 
translation, karena word to word juga. 
AG : I am Master Hurt! 
NU : Duh, ini Gue Master Hurt! Saya menggunakan strategy domestication, 
karena ada logat Betawi, “duh” dan “gue”. 
AG : Lie! Feel the hot tire of my ninja bike! 
NU : Bohong! Rasakan serangan ban panas dari sepeda ninjaku! Saya 
menggunakan literal translation, word to word juga. 
AG : ... 
NU : ... No translation, karena tidak mengubah apapun pada target language. 
AG : I will find you even if you hide in the abyss! Motoru no jutsu!  
NU : Aku akan menemukanmu meskipun kamu bersembunyi di neraka! 
Motoran no jutsu! 'Rrrunggg'. Saya menggunakan compensation karena 
di akhir kalimat saya menambahkan “Rrrungg” untuk menegaskan itu 
adalah jurus yang dimiliki Robito. 
AG : What a swiftness! Cool, Robito! 
 NU : Cepet amat! Cakep, Robito! Domestication, karena menggunakan logat 
Betawi. 
AG : It’s you again! The same villain from before! Show me yourself! In the 
name of justice, I shall make you eat my dirt! I am the hero. RO-BI-TO! 
Henshin! 
NU : Lagi-lagi kamu! Penjahat ini lagi! Tunjukkan dirimu! Demi keadilan, 
aku akan membuatmu makan kotoranku! Akulah pahlawan RO-BI-TO! 
Henshin! Saya juga menggunakan literal translation. 
AG : ... 
NU : ... No translation, tidak ada perubahan pada target language. 
AG : Never call yourself a hero anymore if you can’t finish this test! 
NU : Jangan kata diri lo pahlawan kalau lo aja kagak lulus. Domestication 
karena menggunakan logat Betawi. 
AG : By justice! You’re that chameleon monster who mimicked Master 
Hurt’s voice. Come here and I’ll flatten you with my bike! 
NU : Demi keadilan! Kamu monster bunglon yang meniru suara Master Hurt. 
Sini kamu, akan ku lindas dengan sepedaku. Menggunakan literal 
translation, menggunakan word to word. 
AG : Chameleon...monster... 
NU : Monster...bunglon... Saya menggunakan literal translation juga. 
AG : Okay, and then we move to Jedo Character, the first one, A high tech 
ninja in a blue don. 
NU : Ninja kekinian yang melek teknologi berjubah biru. Menggunakan 
domestication, karena penerjemah menerjemahkan “high tech” menjadi 
“melek teknologi kekinian”. 
AG : His camera red eyes are the proofs of his high-techness. 
NU : Lensa kameranya membutuhkan keahliannya. Menggunakan literal 
translation, word to word juga. 
AG : His 360 makes him look tough! #muachh #saveninja #thrustmeitwrecks 
NU : Dia terlihat kuat dengan jurus 360nya! #muachh #saveninja 
#thrustmeitwrecks. Saya menggunakan literal translation, walaupun 
yang hastag tidak saya terjemahkan. 
AG : Jedo! Leave your gadget and embrace your final test! The Block 
Builder! 
NU : Jedo! Taruh tu gadget terus kelarin tes lo! Susun Bata!. Saya 
menggunakan domestication karena “leave your gadget” menjadi taruh 
tu gadget”, kemudian “embrace your final test!” menjadi “kelarin tes 
lo!”, ada lagi “block builder” menjadi “susun bata”. 
AG : This is Jedo’s secret hideout. 
Please, enter your secret number. 
NU : Ini tempat persembunyian Jedo. 
Tolong masukkan kata sandi anda. Saya menggunakan literal 
translation, word to word. 
 AG : Are you an ATM? Speak normally! 
NU : Emangnya Lo ATM? Kagak jelas! Saya menggunakan domestication 
karena "Speak normally” saya terjemahkan menjadi “Kagak jelas” 
merupakan logat Betawi. 
AG : Please, enter your secret number. 
NU : Tolong, masukkan kata sandi anda. Menggunakan literal translation, 
word to word juga. 
AG : My cellphone number, ID, or what? 
NU : Nomer HP Gue, ktp atau apa? Literal translation juga. 
AG : Please, enter your secret number. 
NU : Tolong, masukkan kata sandi anda. Sama seperti sebelumnya, literal 
translation juga. 
AG : Dammit! Tell me what number you want! 
NU : Kampret! Mau Lo apa? Saya menggunakan Loss of meaning strategy 
karena “Tell me what number you want!” menjadi “Mau lo apa!” 
AG : Please, enter your secret number. 
NU : Tolong, masukkan kata sandi anda. Sama seperti sebelumnya, literal 
translation juga. 
AG : Tell me what number, idiot! 
NU : Nomer apa, Bego! Saya menggunakan Domestication, “idiot” saya 
terjemahkan menjadi “bego” 
AG : Please, wait while the transaction is processing. 
NU : Mohon tunggu transaksi sedang diproses. Literal translation, word to 
word. 
AG : Oh! It works. 
NU : Akhirnya. Saya menggunakan domestication, karena “It works” menjadi 
Akhirnya”. 
AG : Access denied. 
NU : Akses ditolak. Literal translation. 
AG : Curse you! 
NU : Sialan Lo! Saya menggunakan domestication, karena ada logat Betawi 
nya. 
AG : Great job, Jedo! I never expected a digital freak like you could do this 
mission well! 
NU : Cakep Jedo! Gue kagak nyangka pecandu teknologi kaya Lo bisa 
berhasil. Saya menggunakan Domestication juga, karena “Great job, 
Jedo!” saya terjemahkan menjadi “Cakep Jedo”, kemudian ada lagi “I 
never expected..” menjadi “Gue kagak nyangka”. 
AG : Thank you for hanging with us. 
 NU : Terimakasih sudah bermain dengan kami. Saya menggunakan strategy 
Literal translation karena word to word. 
AG : ... 
NU : ... No translation, karena tidak mengubah apapun pada target language. 
AG : Be serious! This is not some ninja mini games! Redo it! 
NU : Yang bener! Ini kagak kaya permainan lainnya! Ulangi! Saya 
menggunakan Domestication, kareana “Be serious!” saya terjemahkan 
menjadi “Yang bener!” 
AG : Please, enter your secret number. 
NU : Tolong, masukkan kata sandi anda. Literal translation, word to word 
juga. 
AG : ... 
NU : ... No translation. karena tidak mengubah apapun pada target language. 
AG : Okay, next, we move to the third section, Pokémon Ranger Translation 
Problem, first question, Hex Workshop is purchased application, 
meaning that after you install it you have to insert key or license. Did 
you have problems about this? 
NU : Saya tidak pernah menemukan problem dalam hal itu, setelah saya 
install langsung bisa saya gunakan. 
AG : On the first sight, did you confuse about the Hex Workshop’s interface? 
What makes you confuse? 
NU : Saya bingung saat pertama kali mencari textstring yang akan saya 
terjemahkan. 
AG : How long you understand to use Hex Workshop? 
NU : Satu minggu. 
AG : Did you face other problems in using Hex Workshop? 
NU : Ya, pernah, waktu itu saat menerjemahkan, saya menemukan karakter 
yang ada symbol diatas hurufnya, yang huruf “e” pada kata Pokémon. 
AG : Did you face problems in using DesmuMe? 
NU : Ya, ketika saya ingin bermain game saya bingung menggunakan tombol 
untuk menjalankan karakternya. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
NU : Tidak ada masalah dengan ini. 
AG : Did you face problems about text period? Space, comma, full stop, 
colon, ellipsis, colon, question mark, hyphen, slash, parentheses, and 
apostrophe? Because if you type full stop it doesn’t literally showing full 
stop on the preview. 
NU : Pernah, waktu itu ada masalah dengan spasi, waktu itu salah 
menggunakan spasi jadi eror pada preview game nya. 
 AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
NU : Tidak ada. 
AG : In Pokémon Ranger, there is sprite font inside the title, and it cannot be 
literally translated. How did you solve it? 
NU : Saya hanya menerjemahkan kata sebelum dan sesudah kata Pokémon, 
jadi kata Pokémon tersebut masih asli dari source language nya tidak 
saya ubah. 
AG : Did you face other coding problems in translating Pokémon Ranger? 
NU : Ya, ada terkadang jika hasil terjemahan memiliki jumlah karakter yang 
lebih sedikit, maka aka nada sisa tempat untuk text, saya sering bingung 
untuk mengatasi kekosongan tersebut, jika salah di hapus maka text 
selanjutnya akan eror. 
AG : Did you find any words or sentences which are hard to understand and 
difficult to translate? 
NU : Tidak ada. 
AG : Did you find any idioms in translating Pokémon Ranger? 
NU : Tidak ada. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
NU : Tidak ada. 
AG : Did you face other content problems in translating Pokémon Ranger? 
NU : Tidak ada. 
AG : Okay, good, next, we move to the last section, section four, Sastratsuki 
Translation Problem, the first question, did you feel confuse about 
Notepad++ interface? Which part makes you confuse? 
NU : Tidak pernah ada kesulitan menggunakan Notepad++ 
AG : There are different names for each file contain script in package folder, 
did you face problem about the files name? 
NU : Tidak pernah. 
AG : Did you ever experienced one or part of textstring/characters description 
doesn’t run in the preview? What did you do then? 
NU : Tidak pernah. 
AG : Did you face other problems in using Notepad++? 
NU : Tidak ada. 
AG : Have you ever experienced nwjs.exe stopped working? What did you do 
then? 
NU : Pernah, tapi dulu saya minta tolong teman saya satu grup untuk 
memperbaikinya. 
 AG : Have you ever experienced Sastratsuki screen does not display after you 
open it, even after several minutes? What did you do then? 
NU : Tidak pernah, Alhamdulillah lancar. 
AG : Did you face problem about the video game system requirement? In this 
case are about Windows 32bit and 64bit? 
NU : Tidak pernah, saya selalu memakai yang versi 32bit. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
NU : Tidak pernah. 
AG : Did you face problems about text period? In this case is space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? 
NU : Ada, misalnya dalam kalimat “Never call yourself a hero anymore if you 
can’t finish this test!” pada target language nya saya lupa menambahkan 
tanda seru. 
AG : Did you face problems with code inside the script? For example 
character code name, system code, etc. 
NU : Tidak ada. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
NU : Tidak ada karena di Sastratsuki ini lebih flexible, jumlah maksimum 
karakter lebih banyak. 
AG : Did you face other coding problems in translating Sastratsuki? 
NU : Tidak ada. 
AG : Did you find any sentence/textstrings which are hard to understand and 
difficult to translate? 
NU : Ada, saya kesulitan dalam menerjemahkan “Good! Before you cut real 
hoodlums, you have to cut some woods! To test your nimble footwork!” 
menurut saya ini sulit untuk diterjemahkan dan mencari makna yang 
sepadan di target language. 
AG : Did you find any idioms in translating Sastratsuki? 
NU : Tidak ada. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
NU : Tidak ada. 
AG : Did you face other content problems in translating Sastratsuki? 
NU : Tidak ada. 
AG : Okay, that is all the interview, thank you so much Nur Umi Khoiriyah 
for your time, Wassalamualaikum Wr. Wb. 
NU : Sama sama, Waalaikumussalam Wr. Wb. 
 
 TRANSCRIPT 6 
 
Date  : Saturday, September 29, 2018 
Time  : 21.00 – 21.50 
Informant : Lita Septiani Darsono : 143211021 (LS) 
Interviewer : Agus Nur Shodiqin   : 143211038 (AG) 
 
AG : Bismillahirrahmanirrahim, Assalamualikum wr. wb, 
LS : Waalaikumussalam wr. wb 
AG : Okay, good evening! 
LS : Good evening! 
AG : Okay, this is Saturday night, September 29, 2018, and in this 9.00 pm, 
in this night I will have interview with the translator from Group 6, and 
it will recording and transcripted on transcript 6. First of all I need you 
to introduce yourself by mentioning your full name and your Student 
Registration Number please. 
LS : Okay, I am the translator from group 6 and my name is Lita Septiani 
Darsono, my Student Registration Number is 143211021 
AG : Okay, I will give you brief explanation about this interview, this 
interview will be divided into four sections, first section is Pokémon 
Ranger traslation strategy, the second one is Sastratsuki translation 
stragey, the third one is about Pokémon Ranger translation problems, 
and then fourth or the last one is about Sastratsuki translation problems. 
Okay let’s get started from the first section. 
AG : I will read the source text, and then you read the target text, please 
mention your strategy, and give your reason. 
LS : Okay, I understand. 
AG : The first one, “Your desire to help people in need…, translated to? 
LS : “Semangatmu untuk membantu orang lain… I use literal translation, 
because this is actually employ word for word translation. 
AG : Okay, next, You have the qualifications to become a Pokémon Ranger.” 
Translated to? 
LS : Anda memiliki kemampuan untuk menjadi Pokémon Ranger.” It is also 
literal translation, because it is also employ word for word translation. 
AG : <Invitation> become? 
LS : <Undangan> It is already literal translation. 
AG : Next, Your strong motivation to become a Pokémon Ranger… 
translated to? 
 LS : Semangatmu untuk menjadi seorang Pokémon Ranger… Reduction? 
AG : Do you mean Loss of meaning? 
LS : Yeah, that’s it, Loss of meaning, “your strong motivation” become 
“semangatmu” there is something loss from that, it is also to adjust with 
character limitation. 
AG : Okay, next, How you live in harmony with Pokémon and strive to 
protect nature everyday… translated to? 
LS : Keselarasan hidupmu dengan Pokémon dan berjuang menjaga alam 
setiap hari… this is also loss of meaning translation, “How you live…” 
was omitted because to adjust with character limitation. 
AG : Next, How you selflessly go to the help of those in need… become? 
LS : Keikhlasanmu menolong orang lain yang membutuhkan. Also loss of 
meaning, because “how you selflessly…” was omitted become 
“keikhlasanmu…” there is loss of meaning. 
AG : And then, How you have trained and built your body to become a 
Ranger… menjadi? 
LS : Kamu telah berlatih dan berjuang menjadi seorang Ranger… It is 
actually literal translation. 
AG : All this I’ve come to understand and appreciate from the seven letters 
you’ve sent me. Translated to? 
LS : Sejauh ini aku datang untuk mengerti dan memahami tujuh surat yang 
anda kirim padaku. This is literal translation, word for word. 
AG : I would like to meet you. Translated to? 
LS : Aku ingin menemui kamu. It is also literal translation. of course. 
AG : I want to see for myself if you really are worthy of becoming a Ranger. 
Translated to?  
LS : Aku ingin mengetahui apakah kamu layak menjadi seorang Ranger. It 
is also literal translation. 
AG : Next, I will be waiting for you in Fall City next Sunday. Translated to? 
LS : Aku akan menunggu dirimu di Fall City minggu depan. This is Literal 
translation again. 
AG : Selanjutnya, You’ll find enclosed a ticket for the ferry to Fall City and 
an official Pokémon Ranger uniform. 
LS : Terlampir selembar tiket masuk kapal yang menuju ke Fall City beserta 
seragam resmi Pokémon Ranger. There is loss of meaning “you’ll find 
…” and the translation is just “terlampir…” 
AG : Wear it, and wait for me in the harbor. Translated to? 
LS : Kenakanlah dan tunggu aku di dermaga. This is actually Literal 
translation. 
AG : Iya, okay, next, With that uniform on, I won’t have any trouble spotting 
you. Translated to? 
LS : Dengan memakai seragam itu, aku akan mudah mengenalmu. 
Translated using literal translation. 
 AG : Next, I look forward to seeing you. Menjadi? 
LS : Aku menunggumu untuk bertemu. Literal translation actually. 
AG : Best regards, translated to? 
LS : Salam hangat, literal translation. 
AG : Spenser, menjadi? 
LS : Spenser, this is no translation, because it is character name. 
AG : Ringtown Ranger Leader 
LS : Ketua Ranger Ringtown, this is literal translation. 
AG : Okay, we move to the second sections, Sastratsuki translation strategy, 
the first one, The wisest of the Sastratsuki. Translated to? 
LS : Yang paling bijaksana di Sastratsuki. This is actually literal translation. 
AG : Her red costume functions like that of Super Sentai Mower Ranger; 
LS : Kostum merahnya seperti Super Sentai Mower Ranger; I use loyalty, 
because “Mower Ranger” in target language is inspired by “Power 
Ranger”, it is also to give humour sense. 
AG : To indicate a reliable leadership and to show the enemies ‘don’t mess 
with me and my team!’ translated to? 
LS : Cerminan jiwa pemimpin yang dapat dipercaya dan peringatan bagi 
musuh 'jangan macam-macam denganku dan timku', this is actually 
compensation because I add “cerminan jiwa pemimpin” in target 
language because if I translated it literally there is no any sense of 
meaning. 
AG : Ririku! The final test before you plunge yourself into the real ninja 
world stands before you now! 
LS : Ririku! Ujian Akhir Ninja (UAN) sebelum jadi ninja sungguhan udah 
deket, lho! This is domestication, because “the final test” translated into 
“Ujian Akhir Ninja “UAN” it is domestication. 
AG : It’s Wall Jump! That’s the final test! 
LS : Ujian akhirnya Lompat Tembok! This is domestication, because 
“Lompat Tembok” in target language which is more common and it is 
a commitment from the member of class to choose the best translation 
in several term or cases. 
AG : No ninja needs ladders nor stairs! They just need to jump! 
LS : Gak ada ninja yang pakai eskalator, apalagi lift! There is loss of 
meaning because “They just need to jump!” was not translated. 
AG : Jump like a toad! Like a grasshopper! Like a kangaroo! 
LS : Ninja ya harus lompat! Lompat kaya katak! belalang! Aha... atau 
kangguru! This is literal translation. 
AG : Jump like hell! 
 LS : Pokoknya lompat yang cepet deh! This is domestication, using “deh” in 
target language. 
AG : Can you just jump to the point? 
LS : Master bisa langsung ke poinnya aja gak sih? There is domestication 
again. 
AG : That’s my point. You jump to get points! 
LS : Lah ya itu poinnya. Lo lompat tuh ya biar dapet poin. This is also 
domestication “lah ya itu poinnya”. 
AG : Good jump will make good points! Be careful with anything stuck on 
the wall! 
LS : Lompatan yang indah pasti dapet poin! Hati-hati ada cobaannya… This 
is literal translation. 
AG : Yes, Master Hurt. 
LS : Siap, Master Hurt. Literal translation. 
AG : Bravo! You did it, Ririku! I hereby declare that you are officially a 
ninja now! 
LS : Cakep dah! Lo pinter juga, Ririku! Jadi nih, gue nyatain kalo lo jadi 
ninja nih sekarang! This is domestication, using Betawi’s accent. 
AG : Thank you, sir! 
LS : Oke oke. Makasih ya, pak! This is literal translation. 
AG : Don’t call me ‘sir’! That makes me feel so old. 
LS : Jangan panggil “pak” deh! Tua amat gue. This is domestication using 
“deh” and then “tua amat gua”. 
AG : You’re beyond old. 
LS : Ya emang bapak udah aki-aki sih! This is also domestication using “aki-
aki”. 
AG : You wore yourself a red grab but you failed? It’s against the formula! 
Ranger it err Redo it! 
LS : Katanya lu bisa? Tapi kok kalah sih! Yang lu lakuin itu salah! Ulung 
eh, ulang! This is also domestication. 
AG : Okay, next, we move to the third section, Pokémon Ranger Translation 
Problem, first question, Hex Workshop is purchased application, 
meaning that after you install it you have to insert key or license. Did 
you have problems about this? 
LS : No, I did not. 
AG : On the first sight, did you confuse about the Hex Workshop’s interface? 
What makes you confuse? 
LS : Of course I am, because that is the first time I use and I feel difficult to 
find the textstring I want to translate. 
AG : How long you understand to use Hex Workshop? 
LS : One week. 
 AG : Did you face other problems in using Hex Workshop? 
LS : Yes, actually when I input the translation which is does not suit with the 
total character and it is sometimes make the character appear 
unarranged. 
AG : Did you face problems in using DesmuMe? 
LS : No, I did not. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
LS : No, I did not. 
AG : Did you face problems about text period? Space, comma, full stop, 
colon, ellipsis, colon, question mark, hyphen, slash, parentheses, and 
apostrophe? Because if you type full stop it doesn’t literally showing 
full stop on the preview. 
LS : No, I did not. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
LS : No, I did not. 
AG : In Pokémon Ranger, there is sprite font inside the title, and it cannot be 
literally translated. How did you solve it? 
LS : Yes I did, in target language I use the normal or alphabetic “e” because 
I did not know how to keep the sprite font in target language. 
AG : Did you face other coding problems in translating Pokémon Ranger? 
LS : No, I did not. 
AG : Did you find any words or sentences which are hard to understand and 
difficult to translate? 
LS : No, I did not. 
AG : Did you find any idioms in translating Pokémon Ranger? 
LS : No, I did not. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
LS : No, I did not. 
AG : Did you face other content problems in translating Pokémon Ranger? 
LS : Yes, I did, actually the problem is like I mentioned before, which is 
about the textstring. When I insert textstring which has less total 
character and it will make the next textstring unarranged in the preview. 
AG : Okay, good, next, we move to the last section, section four, Sastratsuki 
Translation Problem, the first question, Did you feel confuse about 
Notepad++ interface? Which part makes you confuse? 
LS : No, I did not, because it is easier than using Hex Workshop. 
 AG : There are different names for each file contain script in package folder, 
did you face problem about the files name? 
LS : No, I did not. 
AG : Did you ever experienced one or part of textstring/characters 
description doesn’t run in the preview? What did you do then? 
LS : No, I did not, it is normally playing. 
AG : Did you face other problems in using Notepad++? 
LS : No, I did not. 
AG : Have you ever experienced nwjs.exe stopped working? What did you do 
then? 
LS : No, I did not. 
AG : Have you ever experienced Sastratsuki screen does not display after you 
open it, even after several minutes? What did you do then? 
LS : I think no. 
AG : Did you face problem about the video game system requirement? In this 
case are about Windows 32bit and 64bit? 
LS : Yes, because my laptop does not fulfill the minimum system 
requirement to play the video game, so I use another laptop from my 
group mate. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
LS : No, I did not. 
AG : Did you face problems about text period? In this case is space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? 
LS : No, I did not. 
AG : Did you face problems with code inside the script? For example 
character code name, system code, etc. like HURT abbreviated into 
HRT. 
LS : No, I did not, because I understand the code and I did not change it. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
LS : No, I did not. 
AG : Did you face other coding problems in translating Sastratsuki? 
LS : No, I did not. 
AG : Did you find any sentence/strings which are hard to understand and 
difficult to translate? 
LS : Yes, the sentence number 5, which is contain “wall jump” like I have 
said before, I use the members’ decision to translate it into “lompat 
tembok”. 
 AG : Did you find any idioms in translating Sastratsuki? 
LS : No, no. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
LS : No, I did not. 
AG : Okay, the last one, Did you face other content problems in translating 
Sastratsuki? 
LS : No, I did not. 
AG : Okay, that is all the interview, thank you so much Lita Septiani Darsono 
for your time, Wassalamualaikum Wr. Wb. 
LS : Okay, Waalaikumussalam Wr. Wb 
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AG : Bismillahirrahmanirrahim, Assalamualikum wr. wb, 
MA : Waalaikumussalam wr. wb 
AG : Okay, good morning! 
MA : Selamat pagi! 
AG : Okay, this is Sunday, September 23, 2018, and in this morning I will 
have interview with the translator from Group 7, and it will recording 
and transcripted on transcript 7. Then, the first… first of all I need you 
to introduce yourself by mentioning your full name and your Student 
Registration Number please. 
MA : Okay, my name is Ahmad Makruf, my NIM is 143211013 
AG : Okay, I will give you short introduction about this interview, this 
interview will be divided into four sections, first section is about 
strategy in translating Pokémon Ranger, the second one is about 
strategy in translating Sastratsuki, the third one is about the problems in 
translating Pokémon Ranger, and then fourth or the last one is about the 
problems in translating Sastratsuki. Okay let’s get started from the first 
section. 
AG : I will read the source text, and then you read the target text, mention 
your strategy, and give your reason. 
MA : Okay, siap. 
AG : The first one, “Your desire to help people in need…, translated to? 
MA : “Semangatmu untuk membantu orang lain… 
AG : Okay, the strategy and the reason? 
MA : Seharusnya “Semangatmu untuk membantu orang yang 
membutuhkan…” tapi terlalu banyak character limitation di game ini. 
Jadi loss of meaning. 
AG : Okay, next, You have the qualifications to become a Pokémon Ranger.” 
Translated to? 
MA : Kamu layak untuk menjadi seorang Pokémon Ranger.” Literal 
translation, karena character limitation juga. Kalau bisa harusnya 
 “Kamu memiliki kriteria, tapi karena keterbatasan karakter, harus 
dipersingkat kalimatnya. 
AG : <Invitation> become? 
MA : <Undangan> Literal translation. 
AG : Next, Your strong motivation to become a Pokémon Ranger… 
translated to? 
MA : Semangatmu untuk menjadi seorang Pokémon Ranger… Literal 
translation, “Strong motivation” harusnya “keinginan kuat”, tapi bisa 
di-simple-kan pakai “semangat”. Kalau tidak salah ini dulu jumlah 
karakternya juga sama. 
AG : Okay, next, How you live in harmony with Pokémon and strive to 
protect nature everyday… become? 
MA : Keharmonisan hidupmu dengan Pokémon dalam melindungi alam 
setiap hari… loss of meaning translation, disini sedikit di-paraphrase 
dari source text. Kalau diterjemahkan literal “Bagaimana caramu hidup 
harmonis bla bla bla” kesannya kaku di Bahasa Indonesia. 
AG : Next, How you selflessly go to the help of those in need… become? 
MA : Sifatmu yang suka menolong tanpa pamrih… domestication karena 
Bahasa Indonesia punya frasa “tanpa pamrih”, sehingga saya pakai saja. 
AG : And then, How you have trained and built your body to become a 
Ranger… menjadi? 
MA : Kamu yang telah berlatih untuk menjadi seorang Ranger… “Trained 
your body” dihilangkan karena loss of meaning. 
AG : All this I’ve come to understand and appreciate from the seven letters 
you’ve sent me. Translated to? 
MA : Aku telah mengerti dan memahami niat baikmu dari ketujuh surat yang 
kau kirim padaku. Literal translation, disini sedikit membingungkan  
karena source-nya understand and appreciate, tapi intinya Professor ini 
sudah paham niat calon Rangernya, jadi diambil intinya saja. 
AG : I would like to meet you. Translated to? 
MA : Aku ingin menemuimu. Literal translation. 
AG : I want to see for myself if you really are worthy of becoming a Ranger. 
Translated to? 
MA : Aku ingin memastikan sendiri kelayakanmu sebagai Pokémon Ranger. 
Menggunakan literal translation, sama seperti kasus understand and 
appreciate tadi, saya ambil intinya lalu dimasukkan ke target text. 
AG : Next, I will be waiting for you in Fall City next Sunday. Translated to? 
MA : Aku tunggu kehadiranmu besok Minggu di Fall City. Literal translation. 
AG : Selanjutnya, You’ll find enclosed a ticket for the ferry to Fall City and 
an official Pokémon Ranger uniform. 
MA : Terlampir tiket kapal feri tujuan Fall City dan seragam resmi Pokémon 
Ranger. Subject “You’ll find…” saya hilangkan karena kalimat 
 sebelumnya sudah jelas kalau subjeknya “kamu”, saya menggunakan 
loss of meaning translation strategy. 
AG : Wear it, and wait for me in the harbor. Translated to? 
MA : Pakailah dan tunggu aku di dermaga. Literal translation. 
AG : Iya, okay, next, With that uniform on, I won’t have any trouble spotting 
you. Translated to? 
MA : Dengan seragam itu aku akan mudah menemukanmu. Literal 
translation, Seharusnya “tidak akan sulit menemukanmu”, tapi karena 
bisa dijadikan kalimat aktif untuk dipersingkat kemudian saya 
persingkat. 
AG : Next, I look forward to seeing you. Menjadi? 
MA : Aku menantikan pertemuan ini. Literal translation. 
AG : Best regards, translated to? 
MA : Salam hangat, Literal translation, karena ada padanannya di Bahasa 
Indonesia. 
AG : Spenser, menjadi? 
MA : Spenser juga. No translation karena nama karakter dalam game ini. 
AG : Ringtown Ranger Leader 
MA : Ketua Ranger Ringtown. Literal translation. 
AG : Okay, we move to the second sections, Sastratsuki translation strategy, 
the first one, A ninja with bussiness man’s taste. Translated to? 
MA : Seorang ninja dengan jiwa bisnis. Literal translation, word for word 
translation. 
AG : Blonde hair, blue eyes, full plated armor, and a marketable ninja film 
like scar. Translated to? 
MA : Rambut pirang, mata biru, baju besi, dan bekas luka di pipi seperti ninja 
hebat lain. Literal translation, untuk terminology “full plated armor” 
bisa juga armor yang dipakai di helm, tameng, atau tempat lain. Tapi 
umumnya orang tahu kalau “baju besi/baju zirah” itu full plated armor. 
AG : Hollywoodish film bussiness! 
MA : Seperti di film Hollywood! Loss of meaning, “Bisnis” dihapus dari 
terjemahan supaya para gamer tidak bingung saat bermain game juga 
untuk menyesuaikan dengan konteks kalimat sebelumnya. 
AG : Sold out! Translated to? 
MA : Laku! Literal translation. 
AG : Kumo! Become? 
MA : Kumo! No translation, nama karakter. 
AG : Wait a sec, sir. I have an incoming telepathy from a client! 
 MA : Sebentar, bos. Ada telepati dari pelanggan! Domestication, disini Kumo 
digambarkan sebagai businessman online, jadi bahasa yang dia gunakan 
adalah bahasa jual beli online seperti Gan, Bos, COD, Afgan, dll. 
AG : ... Translated to? 
MA : ... No translation, ekpresi datar dari Master Hurt. 
AG : Okay, next. That’s too cheap, man. It’s a state of the art shuriken. It’s 
Bakatsuki’s legacy, man. Translated to? 
MA : Itu terlalu murah, gan. Itu shuriken paling berharga. Itu warisan 
Bakatsuki, gan. Domestication, Seharusnya “state of the art shuriken” 
artinya “shuriken terbaru”. Tapi disitu ada “Bakatsuki’s legacy” yang 
artinya “warisan Bakatsuki”. Kalau diterjemahkan “shuriken terbaru” 
akan membuat bingung gamer. 
AG : ... Translated to? 
MA : ... No translation, ekpresi datar dari Master Hurt. 
AG : Rise it a bit. Man, I have a family to feed! 
MA : Naikin. Gan, Aku harus menafkahi keluargaku! Domestication, 
menggunakan bahasa jual beli yang lebih umum di Bahasa Indonesia. 
AG : Being a ninja won’t make you rich. I save the world but the world 
doesn’t pay my service! Translated to? 
MA : Menjadi ninja takkan membuatmu kaya. Aku menyelamatkan dunia tapi 
tak dapat imbalan! Literal translation, bisa juga diterjemahkan “tak 
dapat imbalan dari dunia”, namun terhalang character limitation. 
AG : ... Translated to? 
MA : ... No translation, ekpresi datar dari Master Hurt. 
AG : Okay. Deal. You’re truly my man. I’ll deliver it ASAP to your 
hideout. 
MA : Ok. Setuju. Kau memang kawanku. Nanti kita COD di sana. 
Domestication, menggunakan bahasa jual beli yang lebih umum di 
Bahasa Indonesia. 
AG : Hurt, sir, what can I do for you? 
MA : Bos, Hurt, ada bisnis apa? Compensation, berhubung Kumo ini seorang 
businessman, semua urusan dia anggap sebagai bisnis. Maka 
terjemahannya saya tambahi “ada bisnis apa?” meskipun di source 
cuma bilang “ada apa?” 
AG : Log Runner. You run on logs. Don’t sell the logs. Translated to? 
MA : Lari Gelondong. Lo lari di gelondong. Jangan jual gelondongnya, ngarti 
lo? Domestication, menggunakan logat Betawi pada target terjemahan. 
AG : Eh? Translated to? 
MA : Loh? Literal translation. 
AG : ... Translated to? 
 MA : ... No translation, ekpresi datar dari Master Hurt. 
AG : Sir? 
MA : Bos? Domestication, menggunakan bahasa jual beli. 
AG : You passed the test. Wait! You didn’t ol-shop the logs, did you? 
Translated to? 
MA : Lo udah lewatin tes. Bentar! Lo nggak jual gelondongnya kan? 
Domestication, menggunakan logat Betawi pada target terjemahan. 
AG : Oh! I thought the logs were my prize. 
MA : Wah! Kirain gelondongnya hadiah buat aku. Literal translation word for 
word. 
AG : ... Translated to? 
MA : ... No translation, ekpresi datar dari Master Hurt. 
AG : I should have asked you to do Mall Jump! 
MA : Gue harusnya nyuruh lo buat lompat gedung! Domestication, “Mall” 
artinya “Pasar”, tapi dalam Bahasa Indonesia, “Pasar” lebih identik 
dengan Pasar Tradisional yang kotor dan “Mall” identik dengan 
supermarket. Kurang pas dengan karakter Kumo kemudian saya 
terjemahkan “lompat gedung.” 
AG : Wait, sir! I have a client to talk! 
MA : Bentar, bos! Aku mau ngobrol sama pelanggan! Domestication, 
menggunakan bahasa jual beli. 
AG : ... Translated to? 
MA : ... No translation, ekspresi datar dari Master Hurt. 
AG : Okay, next, we move to the third section, Pokémon Ranger Translation 
Problem, first question, Hex Workshop is purchased application, 
meaning that after you install it you have to insert key or license. Did 
you have problems about this? How to solve this? 
MA : Bagian cracking lisensinya, Ternyata “exit now” saat ada peringatan 
“your trial has expired” tidak membuat aplikasinya tertutup, namun 
masih dapat terus digunakan. 
AG : On the first sight, did you confuse about the Hex Workshop’s interface? 
What makes you confuse? 
MA : Ya, banyak terutama angka 0 dan 1 dibagian koding yang jumlahnya 
sangat banyak. 
AG : How long you understand to use Hex Workshop? 
MA : Seminggu ada. 
AG : Did you face other problems in using Hex Workshop? 
MA : Huruf e berjambul di tulisan Pokémon. Ada yang bisa mempertahankan 
huruf e yang unik itu, namun saya tetap masih bingung. 
AG : Did you face problems in using DesmuMe? 
 MA : Tidak, karena mengoprasikannya sangat simple, file-open-play 
AG : Okay, next, did you face problems in capitalization? Perhaps you miss 
to capitalize or did typo? 
MA : Tidak ada. 
AG : Did you face problems about text period? Space, comma, full stop, 
colon, ellipsis, colon, question mark, hyphen, slash, parentheses, and 
apostrophe? Because if you type full stop it doesn’t literally showing 
full stop on the preview. 
MA : Tidak ada. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
MA : Banyak. Misal “Your strong motivation to become a Pokémon 
Ranger…” dulu diterjemahkan menjadi “Semangatmu untuk menjadi 
seorang Pokémon Ranger…”. Harusnya “Keinginan kuatmu atau 
Motivasimu yang kuat”, namun karena character limitation, jadi 
semangatmu. 
AG : In Pokémon Ranger, there is sprite font inside the title, and it cannot be 
literally translated. How did you solve it? 
MA : Saya masih bingung bagaimana caranya, jadi saya pakai huruf e biasa 
yang penting video game nya tidak eror. 
AG : Did you face other coding problems in translating Pokémon Ranger? 
MA : Ya. Kadang setelah di save lalu di play, textstringnya menjadi tidak 
beraturan. Masih kurang tau kenapa. Kepanjangan barisnya mungkin. 
Akhirnya diubah terjemahannya. 
AG : Did you find any words or sentences which are hard to understand and 
difficult to translate? 
MA : Tidak ada. 
AG : Did you find any idioms in translating Pokémon Ranger? 
MA : Tidak ada juga. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
MA : Tidak ada. 
AG : Did you face other content problems in translating Pokémon Ranger? 
MA : Tidak ada. 
AG : Okay, good, next, we move to the last section, section four, Sastratsuki 
Translation Problem, the first question, did you feel confuse about 
Notepad++ interface? Which part makes you confuse? 
MA : Tidak. Cara kerjanya seperti notepad milik windows, jadi tidak ada yang 
bingung dan tidak ada yang sulit. 
AG : There are different names for each file contain script in package folder, 
did you face problem about the files name? 
 MA : Tidak pernah karena tidak pernah mengubah file .js 
AG : Did you ever experienced one or part of textstring/characters 
description doesn’t run in the preview? What did you do then? 
MA : Tidak pernah ada masalah soal itu. 
AG : Did you face other problems in using Notepad++? 
MA : Tidak ada. 
AG : Have you ever experienced nwjs.exe stopped working? What did you do 
then? 
MA : Sering. Jadi pindah menggunakan laptop lain. 
AG : Have you ever experienced Sastratsuki screen does not display after you 
open it, even after several minutes? What did you do then? 
MA : Sering. Pindah ke laptop lain juga. 
AG : Did you face problem about the video game system requirement? In this 
case are using Windows 32bit and 64bit? 
MA : Saya menggunakan 64 bit, tetapi saya lupa dulu aplikasinya 32 atau 64 
bit, lancar lancar saja digunakan. 
AG : Did you face problems in capitalization? Perhaps you miss to capitalize 
or did typo? 
MA : Tidak ada. 
AG : Did you face problems about text period? In this case is space, comma, 
full stop, colon, ellipsis, colon, question mark, hyphen, slash, 
parentheses, and apostrophe? 
MA : Tidak ada. 
AG : Did you face problems with code inside the script? For example 
character code name, system code, etc. 
MA : Tidak ada, saya tidak pernah mengubah kode dalam scriptnya. 
AG : Did you face problem in character limitations when translating this 
game? Please mention some of the textstrings. 
MA : Ada, misalnya, “I save the world but the world doesn’t pay my service!” 
jadi “Aku menyelamatkan dunia tapi tak dapat imbalan!” harusnya “tak 
dapat imbalan dari dunia!” tapi kena character limitation jadi 
dipersingkat namun maknannya tetap tersampaikan. 
AG : Did you face other coding problems in translating Sastratsuki? 
MA : Tidak ada. 
AG : Did you find any sentence/textstrings which are hard to understand and 
difficult to translate? 
MA : “It’s a state art of shuriken” itu kalau diartikan harusnya “shuriken 
terbaru”, namun kalimat berikutnya “Bakatsuki’s legacy”, “warisan”. 
Terbaru kok warisan? Akhirnya “state art” saya ubah menjadi “paling 
berharga” agar sesuai dengan konteksnya. 
AG : Did you find any idioms in translating Sastratsuki? 
 MA : Tidak ada. 
AG : Did you find any vocabulary/terminology which are difficult to 
understand and translate? 
MA : Tidak ada, 
AG : The last one, Did you face other content problems in translating 
Sastratsuki? 
MA : Tidak ada. 
AG : Okay, that is all the interview, thank you so much Ahmad Makruf for 
your time, Wassalamualaikum Wr. Wb. 
MA : Wa’alaikumsalam Wr. Wb. 
 
POKÉMON RANGER TRANSLATION PROBLEMS ANALYSIS 
Group Data Question Translator Answer 
Group 1 (Transcript 1) - 
Anggun Nurlita Sari 
(143211064) 
T1/PROB/POK/TECH/P5/D1 
Hex Workshop is purchased application, 
meaning that after you install it you have 
to insert key or license. Did you have 
problems about this? How to solve this? 
The translator did not have problem with 
license of this application, because after 
she install the application, she could run 
the application without any problems. 
T1/PROB/POK/TECH/P5/D2 
On the first sight, did you confuse about 
the Hex Workshop’s interface? What 
makes you confuse? 
The translator felt confuse with the 
numbers because Hex Workshop has lot 
of numbers inside. 
T1/PROB/POK/TECH/P5/D3 
How long you understand to use Hex 
Workshop? 
The translator took, two until three days 
because the translator did not understand 
well in class so she tried this at home. 
T1/PROB/POK/TECH/P6/D4 
Did you face other problems in using Hex 
Workshop? 
The translator also face another problem, 
that was about space, to insert space 
between word she has to type “.” or full 
stop, that was sometimes made her 
confuse. In order to avoid that mistakes, 
she just focus on the amount of character 
to avoid changing of space in the 
textstring. 
T1/PROB/POK/TECH/P6/D5 
Did you face problems in using 
DesmuMe? 
The translator did not face other problem 
in DesmuMe because she never use it 
before. 
T1/PROB/POK/COD/P6/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face capitalization 
problem in translating Pokémon Ranger. 
T1/PROB/POK/COD/P6/D2 
Did you face problems about text period? 
Space, comma, full stop, colon, ellipsis, 
colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if 
you type full stop it doesn’t literally 
showing full stop on the preview. 
Translator did face problems about space. 
She also said that if translator can 
overcome space problem that will be easy 
for other text period problem to be 
solved. 
T1/PROB/POK/COD/P6/D3 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did face problem in 
character limitation like for example on 
textstring number four, “Your strong 
motivation” translated into 
“Semangatmu” in order to make it more 
efficient and less amount of character. 
T1/PROB/POK/COD/P6/D4 
In Pokémon Ranger, there is sprite font 
inside the title, and it cannot be literally 
translated. How did you solve it? 
When the translator translate the 
textstring contains sprite font, she 
attempts to translate the words which is 
not contains sprite font and she does not 
change the word contains sprite font. The 
result is the sprite font still exist in the 
target text. 
T1/PROB/POK/COD/P6/D5 
Did you face other coding problems in 
translating Pokémon Ranger? 
The translator did not face other coding 
problems in translating Pokémon Ranger. 
T1/PROB/POK/CONT/P6/D1 
Did you find any words or sentences 
which are hard to understand and difficult 
to translate? 
The translator did not find difficult words 
or sentences, although she found lot of 
new words, but she still can translate it. 
T1/PROB/POK/CONT/P6/D2 
Did you find any idioms in translating 
Pokémon Ranger? 
The translator did not find any idioms in 
translating Pokémon Ranger. 
T1/PROB/POK/CONT/P7/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find any difficult 
vocabulary or terminology, she could 
translate all of the textstring easily. 
T1/PROB/POK/CONT/P7/D4 
Did you face other content problems in 
translating Pokémon Ranger? 
The translator did not face other content 
problem in translating Pokémon Ranger. 
Group 2 (Transcript 2) - 
Olivia Devi (143211009) 
T2/PROB/POK/TECH/P7/D1 
Hex Workshop is purchased application, 
meaning that after you install it you have 
to insert key or license. Did you have 
problems about this? How to solve this? 
The translator did not have problem 
about this because she could use 
trial/evaluation version normally. 
T2/PROB/POK/TECH/P7/D2 
On the first sight, did you confuse about 
the Hex Workshop’s interface? What 
makes you confuse? 
The translator felt confuse because in the 
Hex Workshop there is too much code 
and she did not know about that code. 
T2/PROB/POK/TECH/P7/D3 
How long you understand to use Hex 
Workshop? 
When the lecturer teach the translator to 
use Hex Workshop and she tried this at 
home it was about a week to make her 
understood Hex Workshop. 
T2/PROB/POK/TECH/P7/D4 
Did you face other problems in using Hex 
Workshop? 
The translator did not face other 
problems in using Hex Workshop. 
T2/PROB/POK/TECH/P7/D5 
Did you face problems in using 
DesmuMe? 
The translator did face problem in using 
DesmuMe, because she did not 
understand how to open the file and play 
the video game, like step by step to use 
DesmuMe. 
T2/PROB/POK/COD/P7/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did face problem in 
typography, in the data number 1, in the 
source text is “Semangatmu tuk 
menolonng orang lain… it has double “n” 
which is typography error. Also on the 
data number 5, in target text there is 
“Pokemon édan…” that is also 
typography error. 
T2/PROB/POK/COD/P7/D2 
Did you face problems about text period? 
Space, comma, full stop, colon, ellipsis, 
colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if 
you type full stop it doesn’t literally 
showing full stop on the preview. 
The translator did not face problems 
about text period. 
T2/PROB/POK/COD/P7/D3 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did face problem in 
character limitation, in the data number 7, 
the total character increased 8 character. 
But the translator try to shorten the target 
text by using abbreviation “untuk” 
become “utk”. 
T2/PROB/POK/COD/P7/D4 
In Pokémon Ranger, there is sprite font 
inside the title, and it cannot be literally 
translated. How did you solve it? 
The translator copied the sprite code and 
paste it on my target language to keep the 
sprite font exist in target language. 
T2/PROB/POK/COD/P7/D5 
Did you face other coding problems in 
translating Pokémon Ranger? 
The translator did face other coding 
problem, when she finished input 
translation in Hex Workshop but in the 
preview it is error and the line is 
scrambled or unarranged. 
T2/PROB/POK/CONT/P8/D1 
Did you find any words or sentences 
which are hard to understand and difficult 
to translate? 
The translator did not find any difficult 
words or sentences because all the words 
or sentences were easy to understand. 
T2/PROB/POK/CONT/P8/D2 
Did you find any idioms in translating 
Pokémon Ranger? 
The translator did not find any idiom in 
translating Pokémon Ranger. 
T2/PROB/POK/CONT/P8/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find any difficult 
vocabulary or terminology in translating 
Pokémon Ranger. 
T2/PROB/POK/CONT/P8/D4 
Did you face other content problems in 
translating Pokémon Ranger? 
The translator did, she often felt confuse 
and difficult to arrange words in 
translating each textstring. 
Group 3 (Transcript 3) - Nadia 
Musdalifah (143211052) 
T3/PROB/POK/TECH/P7/D1 
Hex Workshop is purchased application, 
meaning that after you install it you have 
to insert key or license. Did you have 
problems about this? How to solve this? 
The translator did face problems with 
Hex Workshop trial version, but she 
asked for help to the lecturer to fix it. 
T3/PROB/POK/TECH/P8/D2 
On the first sight, did you confuse about 
the Hex Workshop’s interface? What 
makes you confuse? 
The translator felt confuse because there 
were lot of code inside especially many 
“0”s which really made her confused. 
T3/PROB/POK/TECH/P8/D3 
How long you understand to use Hex 
Workshop? 
The translator understand Hex Workshop 
in a week. 
T3/PROB/POK/TECH/P8/D4 
Did you face other problems in using Hex 
Workshop? 
The translator did not face other 
problems in using Hex Workshop. 
T3/PROB/POK/TECH/P8/D5 
Did you face problems in using 
DesmuMe? 
The translator did not face problems due 
to her familiarity with the application 
when she played video games with her 
brother before. 
T3/PROB/POK/COD/P8/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did face problems with 
capitalization, but she always recheck her 
work to make sure that there is no 
problem about capitalization. 
T3/PROB/POK/COD/P8/D2 
Did you face problems about text period? 
Space, comma, full stop, colon, ellipsis, 
colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if 
you type full stop it doesn’t literally 
showing full stop on the preview. 
The translator did face problem with 
punctuation, but the only problem she 
faced is about space. Sometimes she 
forget to type full stop when she want to 
insert space, and that was made the result 
turned out into error or scrambled. 
T3/PROB/POK/COD/P8/D3 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did face problem in 
character limitation, for instance on 
textstring number 12, “you’ll find 
enclosed ticket for the ferry”, if she 
translates it literally, although the 
meaning is transferred but the total 
character is exceeded the chararter 
limitation, so that omittion occurred in 
this textstring. 
T3/PROB/POK/COD/P8/D4 
In Pokémon Ranger, there is sprite font 
inside the title, and it cannot be literally 
translated. How did you solve it? 
The translator did not translate the word 
“Pokémon”, she just translate the words 
before and after “Pokémon”. If the 
translation is shorter than the target 
language, she adjusts the word 
“Pokémon” by omitting several spaces. 
T3/PROB/POK/COD/P8/D5 
Did you face other coding problems in 
translating Pokémon Ranger? 
The translator did not face other coding 
problems in translating Pokémon Ranger. 
T3/PROB/POK/CONT/P9/D1 
Did you find any words or sentences 
which are hard to understand and difficult 
to translate? 
The translator did not find difficult words 
or sentences in translating Pokémon 
Ranger. 
T3/PROB/POK/CONT/P9/D2 
Did you find any idioms in translating 
Pokémon Ranger? 
The translator did not find any idiom in 
translating Pokémon Ranger. 
T3/PROB/POK/CONT/P9/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find difficult 
terminology in translating Pokémon 
Ranger. 
T3/PROB/POK/CONT/P9/D4 
Did you face other content problems in 
translating Pokémon Ranger? 
The translator did face other content 
problem. She faced problem about which 
diction to choose in order to deal with 
characterization and the character 
limitation. 
Group 4 (Transcript 4) - Anisa 
Septia Dewi (143211025) 
T4/PROB/POK/TECH/P5/D1 
Hex Workshop is purchased application, 
meaning that after you install it you have 
to insert key or license. Did you have 
problems about this? How to solve this? 
After Hex Workshop was installed the 
translator choose pre-downloaded license 
in system files to overcome this problem. 
T4/PROB/POK/TECH/P5/D2 
On the first sight, did you confuse about 
the Hex Workshop’s interface? What 
makes you confuse? 
The translator said this program has lot of 
features, system and components which 
she does not know the function. 
T4/PROB/POK/TECH/P5/D3 
How long you understand to use Hex 
Workshop? 
To completely understand Hex Workshop 
the translator need a week practicing at 
home while she is translating Pokémon 
Ranger. 
T4/PROB/POK/TECH/P5/D4 
Did you face other problems in using Hex 
Workshop? 
The translator did face other problems in 
counting the total character manually, it 
was take her time. 
T4/PROB/POK/TECH/P5/D5 
Did you face problems in using 
DesmuMe? 
The translator did not face other problem 
in using DesmuMe, she uses it to run 
Pokémon Ranger and it runs well without 
any error or problems. 
T4/PROB/POK/COD/P5/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem in 
capitalization. 
T4/PROB/POK/COD/P5/D2 
Did you face problems about text period? 
Space, comma, full stop, colon, ellipsis, 
colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if 
you type full stop it doesn’t literally 
showing full stop on the preview. 
The translator did not face problem in 
text period. 
T4/PROB/POK/COD/P5/D3 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator faced problem in character 
limitation. When she translates “spotting” 
and “selflessly”, these become confusing 
when she tries to relate these with the 
context and character limitation. 
T4/PROB/POK/COD/P6/D4 
In Pokémon Ranger, there is sprite font 
inside the title, and it cannot be literally 
translated. How did you solve it? 
To keep the sprite font exist in target 
language, the translator was copied the 
sprite code on the left tab or on the code 
tab and paste it on the target text. 
T4/PROB/POK/COD/P6/D5 
Did you face other coding problems in 
translating Pokémon Ranger? 
The translator did not face other coding 
problem in translating Pokémon Ranger. 
T4/PROB/POK/CONT/P6/D1 
Did you find any words or sentences 
which are hard to understand and difficult 
to translate? 
The translator did not find any difficult 
words or sentences in translating 
Pokémon Ranger. 
T4/PROB/POK/CONT/P6/D2 
Did you find any idioms in translating 
Pokémon Ranger? 
The translator did not find any idiom in 
translating Pokémon Ranger. 
T4/PROB/POK/CONT/P6/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator found “selflessly” in 
translating this game.  She said that it is 
little bit confusing when she wants to 
translate it because she just found this 
word in Pokémon Ranger. 
T4/PROB/POK/CONT/P6/D4 
Did you face other content problems in 
translating Pokémon Ranger? 
The translator has to keep the 
characteristic of this game on the target 
language. 
Group 5 (Transcript 5) - Nur 
Umi Khoiriyah (143211062) 
T5/PROB/POK/TECH/P7/D1 
Hex Workshop is purchased application, 
meaning that after you install it you have 
to insert key or license. Did you have 
problems about this? How to solve this? 
The translator did not find problem about 
license, because after she installed it, it 
can runs directly and normally. She 
skipped the insert license pop up in every 
run the Hex Workshop. 
T5/PROB/POK/TECH/P7/D2 
On the first sight, did you confuse about 
the Hex Workshop’s interface? What 
makes you confuse? 
The translator did face problem on the 
first usage, she felt confuse to search the 
textstring which she wants to translate. 
T5/PROB/POK/TECH/P7/D3 
How long you understand to use Hex 
Workshop? 
The translator needed a week to 
understand Hex Workshop. 
T5/PROB/POK/TECH/P7/D4 
Did you face other problems in using Hex 
Workshop? 
The translator did find sprite font in the 
title and content, “é” which is really 
difficult to keep it on the target language. 
T5/PROB/POK/TECH/P7/D5 
Did you face problems in using 
DesmuMe? 
The translator did face problem in using 
DesmuMe. When she plays video game 
using DesmuMe she felt confuse about 
the controls or keys to operate the video 
game. 
T5/PROB/POK/COD/P7/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not have problem in 
capitalization. 
T5/PROB/POK/COD/P7/D2 
Did you face problems about text period? 
Space, comma, full stop, colon, ellipsis, 
colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if 
you type full stop it doesn’t literally 
showing full stop on the preview. 
The translator did face problem in text 
period, she ever unintentionally added 
space after translating a textstring, which 
is later make the other textstrings error in 
preview. 
T5/PROB/POK/COD/P8/D3 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did not face character 
limitation problem. 
T5/PROB/POK/COD/P8/D4 
In Pokémon Ranger, there is sprite font 
inside the title, and it cannot be literally 
translated. How did you solve it? 
The translator only translated the words 
before and after the word Pokémon 
Ranger, means that she did not change 
the word Pokémon Ranger itself, so the 
sprite font will safe on the target 
language. 
T5/PROB/POK/COD/P8/D5 
Did you face other coding problems in 
translating Pokémon Ranger? 
The translator did face coding problem, 
when the translation has less total 
character on the target language, there 
will be an empty space for character, she 
felt confuse how to adjust the textstring 
after and maintain it, because she ever 
got error when she adjust it. 
T5/PROB/POK/CONT/P8/D1 
Did you find any words or sentences 
which are hard to understand and difficult 
to translate? 
The translator did not find any difficult 
word or sentence in translating Pokémon 
Ranger. 
T5/PROB/POK/CONT/P8/D2 
Did you find any idioms in translating 
Pokémon Ranger? 
The translator did not find any idiom in 
translating Pokémon Ranger. 
T5/PROB/POK/CONT/P8/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find any difficult 
vocabulary/terminology in translating 
Pokémon Ranger. 
T5/PROB/POK/CONT/P8/D4 
Did you face other content problems in 
translating Pokémon Ranger? 
The translator did not face other content 
problem in translating Pokémon Ranger. 
Group 6 (Transcript 6) - Lita 
Septiani Darsono (143211021) 
T6/PROB/POK/TECH/P4/D1 
Hex Workshop is purchased application, 
meaning that after you install it you have 
to insert key or license. Did you have 
problems about this? How to solve this? 
The translator did not face problem about 
key or license, she could run Hex 
Workshop normally. 
T6/PROB/POK/TECH/P4/D2 
On the first sight, did you confuse about 
the Hex Workshop’s interface? What 
makes you confuse? 
The translator felt confuse and she felt 
difficult to find the textstring she wants to 
translate. 
T6/PROB/POK/TECH/P4/D3 
How long you understand to use Hex 
Workshop? 
The translator understand to use Hex 
Workshop in a week. 
T6/PROB/POK/TECH/P5/D4 
Did you face other problems in using Hex 
Workshop? 
The translator face other problem in 
using Hex Workshop, when she input the 
translation which is not suit with the total 
character and it sometimes made the 
characters appear unarranged in preview. 
T6/PROB/POK/TECH/P5/D5 
Did you face problems in using 
DesmuMe? 
The translator did not face problems in 
using DesmuMe. 
T6/PROB/POK/COD/P5/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem in 
capitalization. 
T6/PROB/POK/COD/P5/D2 
Did you face problems about text period? 
Space, comma, full stop, colon, ellipsis, 
colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if 
you type full stop it doesn’t literally 
showing full stop on the preview. 
The translator did not face problem in 
text period. 
T6/PROB/POK/COD/P5/D3 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did not face problem in 
character limitation, all the textstring 
could be translated and has almost the 
same total character with source 
language. 
T6/PROB/POK/COD/P5/D4 
In Pokémon Ranger, there is sprite font 
inside the title, and it cannot be literally 
translated. How did you solve it? 
The translator did face problem in 
translating the sprite font. In target 
language she use normal or alphabetic 
“e” because she did not know how to 
transfer the sprite font into target 
language. 
T6/PROB/POK/COD/P5/D5 
Did you face other coding problems in 
translating Pokémon Ranger? 
The translator did not face other coding 
problems in translating Pokémon Ranger. 
T6/PROB/POK/CONT/P5/D1 
Did you find any words or sentences 
which are hard to understand and difficult 
to translate? 
The translator did not find any difficult 
words or sentences in translating 
Pokémon Ranger. 
T6/PROB/POK/CONT/P5/D2 
Did you find any idioms in translating 
Pokémon Ranger? 
The translator did not find any idiom in 
translating Pokémon Ranger. 
T6/PROB/POK/CONT/P5/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find difficult 
vocabulary/terminology in translating 
Pokémon Ranger. 
T6/PROB/POK/CONT/P5/D4 
Did you face other content problems in 
translating Pokémon Ranger? 
The problem is like she did mention 
before, which is about the textstring. 
When she inserts the textstring which has 
less total character and it will make the 
next textstring unarranged in the preview. 
Group 7 (Transcript 7) - 
Ahmad Makruf (143211013) 
T7/PROB/POK/TECH/P5/D1 
Hex Workshop is purchased application, 
meaning that after you install it you have 
to insert key or license. Did you have 
problems about this? How to solve this? 
The translator did not face problem about 
this. When he starts the application there 
is dialog box popup said “your trial has 
expired”, then he click “exit now”, 
instead it is open the application’s home 
screen, so he still use it although it is 
exceed the trial period. 
T7/PROB/POK/TECH/P5/D2 
On the first sight, did you confuse about 
the Hex Workshop’s interface? What 
makes you confuse? 
The translator felt confuse, especially for 
1 and 0, there is huge number of them 
made him confuse. 
T7/PROB/POK/TECH/P5/D3 
How long you understand to use Hex 
Workshop? 
The translator understand to use Hex 
Workshop in a week. 
T7/PROB/POK/TECH/P5/D4 
Did you face other problems in using Hex 
Workshop? 
The translator did face problem, the sprite 
font “é” in Pokémon is confusing, the 
other translator could keep it on target 
language, but he still confuse how to do 
so. 
T7/PROB/POK/TECH/P5/D5 
Did you face problems in using 
DesmuMe? 
The translator did not face problem in 
using DesmuMe, because it is easy to 
operate. Basic operations like file menu – 
open – and play easy to understand. 
T7/PROB/POK/COD/P6/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem in 
capitalization. 
T7/PROB/POK/COD/P6/D2 
Did you face problems about text period? 
Space, comma, full stop, colon, ellipsis, 
colon, question mark, hyphen, slash, 
parentheses, and apostrophe? Because if 
you type full stop it doesn’t literally 
showing full stop on the preview. 
The translator did not face problem about 
text period. 
T7/PROB/POK/COD/P6/D3 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did face problem in 
character limitation, for example “Your 
strong motivation to become a Pokémon 
Ranger…” translated to “Semangatmu 
untuk menjadi seorang Pokémon 
Ranger…’ it should be “Keinginan 
kuatmu or Motivasi kuatmu”, but it will 
exceed the character limitation so he only 
took the point. 
T7/PROB/POK/COD/P6/D4 
In Pokémon Ranger, there is sprite font 
inside the title, and it cannot be literally 
translated. How did you solve it? 
The translator still confuse how to keep it 
in target language, so he did not keep it 
and still using alphabetic “e”. 
T7/PROB/POK/COD/P6/D5 
Did you face other coding problems in 
translating Pokémon Ranger? 
The translator did face other coding 
problem, sometimes after the translation 
saved, then he run the game preview, but 
the textstring is scrambled or unarranged, 
thus he have to recheck and  change the 
translation. 
T7/PROB/POK/CONT/P6/D1 
Did you find any words or sentences 
which are hard to understand and difficult 
to translate? 
The translator did not find any difficult 
words or sentence in translating Pokémon 
Ranger. 
T7/PROB/POK/CONT/P6/D2 
Did you find any idioms in translating 
Pokémon Ranger? 
The translator did not find idioms in 
translating Pokémon Ranger. 
T7/PROB/POK/CONT/P6/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find any difficult 
vocabulary/terminology in translating 
Pokémon Ranger. 
T7/PROB/POK/CONT/P6/D4 
Did you face other content problems in 
translating Pokémon Ranger? 
The translator did not face other content 
problem in translating Pokémon Ranger. 
 
SASTRATSUKI TRANSLATION PROBLEMS ANALYSIS 
Group Data Question Translator Answer 
Group 1 (Transcript 1) - 
Anggun Nurlita Sari 
(143211064) 
T1/PROB/SAT/TECH/P7/D1 
Did you feel confuse about Notepad++ 
interface? Which part makes you 
confuse? 
The translator did not confuse because 
she never use Notepad++ before but she 
used Windows’ Notepad. 
T1/PROB/SAT/TECH/P7/D2 
There are different names for each file 
contain script in package folder, did you 
face problem about the files name? 
The translator did face problem about 
files name. On the beginning she felt 
confuse because there are numerous files 
in the folder, but to avoid error she does 
not change any file’s name, so she just 
open it and translate the content. 
T1/PROB/SAT/TECH/P7/D3 
Did you ever experienced one or part of 
textstring/ characters description doesn’t 
run in the preview? What did you do 
then? 
The translator did experience textstring 
does not run, she tries to reanalyze the 
textstring to find what is make it does not 
run in preview, sometimes she also ask 
help for the other translation if she still 
cannot solve the problem. 
T1/PROB/SAT/TECH/P7/D4 
Did you face other problems in using 
Notepad++? 
The translator did not face because she 
did not use Notepad++, but she use 
Windows’ Notepad. 
T1/PROB/SAT/TECH/P7/D5 
Have you ever experienced nwjs.exe 
stopped working? What did you do then? 
The translator did experience nwjs.exe 
stopped working, because it was the file 
itself, it does not copied completely so 
when she tries to run it the error was 
occurred, finally she replaced it with new 
file and it can run well without error. 
T1/PROB/SAT/TECH/P7/D6 
Have you ever experienced Sastratsuki 
screen does not display after you open it, 
even after several minutes? What did you 
do then? 
The translator did not face this problem, 
she only faced nwjs.exe stopped working 
like aforementioned. 
T1/PROB/SAT/TECH/P8/D7 
Did you face problem about the video 
game system requirement? In this case 
are about Windows 32bit and 64bit? Or 
known as Windows Architecture. 
The translator did not really understood 
about windows architecture, but she is 
always use the 32bit Sastratsuki version 
and it run well everytime. 
T1/PROB/SAT/COD/P8/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem in 
capitalization. 
T1/PROB/SAT/COD/P8/D2 
Did you face problems about text period? 
In this case is space, comma, full stop, 
colon, ellipsis, colon, question mark, 
hyphen, slash, parentheses, and 
apostrophe? 
The translator did not face problem about 
text period. 
T1/PROB/SAT/COD/P8/D3 
Did you face problems with code inside 
the script? For example character code 
name, system code, etc. 
The translator did not face problem about 
code, because she understand the code, so 
she did not change that and only translate 
the textstring. 
T1/PROB/SAT/COD/P8/D4 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did not face problem in 
character limitation because it is different 
with Hex Workshop, Sastratsuki is more 
tolerable about character limitations than 
Hex Workshop. 
T1/PROB/SAT/COD/P8/D5 
Did you face other coding problems in 
translating Sastratsuki? 
The translator did face coding problem 
because to separate a textstring into two 
textstrings need a code. /n, sometimes she 
unintentionally wrong to type the code 
which later make it error and the code 
does not run in preview. 
T1/PROB/SAT/CONT/P8/D1 
Did you find any sentence/textstrings 
which are hard to understand and difficult 
to translate? 
The translator did find difficult sentence, 
some of the sentence structure and the 
meaning was made her confuse like “You 
will have to fight the falling enemies….” 
she cannot understand it so that she miss 
the translation. 
T1/PROB/SAT/CONT/P8/D2 
Did you find any idioms in translating 
Sastratsuki? 
The translator did not found any idioms 
in translating Sastratsuki. 
T1/PROB/SAT/CONT/P9/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
 
The translator did find difficult 
vocabulary, “infiltrate” like 
aforementioned, she could not understand 
it and the context of this textstring. 
T1/PROB/SAT/CONT/P9/D4 
Did you face other content problems in 
translating Sastratsuki? 
The translator did not face other content 
problem, because she understood the 
concept of this video game is contains 
humor sense. 
Group 2 (Transcript 2) - 
Olivia Devi (143211009) 
T2/PROB/SAT/TECH/P8/D1 
Did you feel confuse about Notepad++ 
interface? Which part makes you 
confuse? 
The translator did not confuse because 
she did not use Notepad++ but she use 
Windows’ Notepad. 
T2/PROB/SAT/TECH/P8/D2 
There are different names for each file 
contain script in package folder, did you 
face problem about the files name? 
The translator did not have problem with 
files name because she did not rename 
the file so there is no problem or error 
about it. 
T2/PROB/SAT/TECH/P8/D3 
Did you ever experienced one or part of 
textstring/characters description doesn’t 
run in the preview? What did you do 
then? 
The translator did experience this 
problem, sometimes on the first chance 
inputting the translation in target text, 
there is error occurred. Then she ask her 
friend in her group to help her solve it. 
T2/PROB/SAT/TECH/P8/D4 
Did you face other problems in using 
Notepad++? 
The translator did not face other 
problems in using Notepad++ because 
she did not use it but she use Windows’s 
Notepad. 
T2/PROB/SAT/TECH/P8/D5 
Have you ever experienced nwjs.exe 
stopped working? What did you do then? 
The translator ever experienced nwjs.exe 
stopped working then she asked her 
group mate to solve it. 
T2/PROB/SAT/TECH/P8/D6 
Have you ever experienced Sastratsuki 
screen does not display after you open it, 
even after several minutes? What did you 
do then? 
The translator did not face problem about 
it, the video game is normally playing 
when she open it. 
T2/PROB/SAT/TECH/P8/D7 
Did you face problem about the video 
game system requirement? In this case 
are about Windows 32bit and 64bit? 
The translator did not face problem about 
video game system requirement, she did 
not know about it. Her laptop has 64bit 
Windows so she did not have problem 
about that. 
T2/PROB/SAT/COD/P8/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem in 
capitalization. 
T2/PROB/SAT/COD/P9/D2 
Did you face problems about text period? 
In this case is space, comma, full stop, 
colon, ellipsis, colon, question mark, 
hyphen, slash, parentheses, and 
apostrophe? 
The translator did face problem with text 
period, for example in the data number 3, 
“Her weapon, a book, highlights that.” 
become “Senjata pamungkas nya adalah 
buku.” There is no comma in target 
language, also for data number 5, “Nuru, 
please, do your final exam to legalize 
your status as a ninja.” become “Nuru, 
Buruan halalin status ninja lo!” there is 
exclamation mark in target language 
which is does not exist in the source text. 
T2/PROB/SAT/COD/P9/D3 
Did you face problems with code inside 
the script? For example character code 
name, system code, etc. 
The translator did not face problem with 
code because she understood the code 
and only translate the textstring. 
T2/PROB/SAT/COD/P9/D4 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did face problem with 
character limitation, for instance in the 
data number 24 and 26, she tried to 
abbreviate and omit some in target 
language to keep the meaning transferred 
and the total character does not exceed 
the character limitation. 
T2/PROB/SAT/COD/P9/D5 
Did you face other coding problems in 
translating Sastratsuki? 
The translator did not face other coding 
problem in translating Sastratsuki. 
T2/PROB/SAT/CONT/P9/D1 
Did you find any sentence/textstrings 
which are hard to understand and difficult 
to translate? 
The translator found difficult sentence 
because she translates two characters in 
Sastratsuki she have to understand the 
background of each character, so that she 
can build characterization in translating 
the character. For example on data 
number 12 and 29. 
T2/PROB/SAT/CONT/P9/D2 
Did you find any idioms in translating 
Sastratsuki? 
The translator did, for example in data 
number 12, the source language is 
“Knowledgeable men will never say that 
they are knowledgeable” become 
“Seperti padi, semakin berisi semakin 
merunduk.” The meaning is completely 
transferred in target text through the 
idiom. 
T2/PROB/SAT/CONT/P10/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator found several cultural 
terms or from the character itself, like in 
data number 7 “prayer” become 
“istikhoroh”, and then data number 27, 
“bouncing bouncing doughnut” become 
“donat mantul mantul”, the last is data 
number 31 is “final doughnut”. 
T2/PROB/SAT/CONT/P10/D4 
Did you face other content problems in 
translating Sastratsuki? 
The translator did not face other content 
problems in translating Sastratsuki. 
Group 3 (Transcript 3) - Nadia 
Musdalifah (143211052) 
T3/PROB/SAT/TECH/P9/D1 
Did you feel confuse about Notepad++ 
interface? Which part makes you 
confuse? 
The translator did not confused because 
she did not use Notepad++ but she use 
Windows’ Notepad. 
T3/PROB/SAT/TECH/P9/D2 
There are different names for each file 
contain script in package folder, did you 
face problem about the files name? 
The translator did face a problem with the 
file name. She felt confused because 
there are lot of files in package folder 
with different name. 
T3/PROB/SAT/TECH/P9/D3 
Did you ever experienced one or part of 
textstring/characters description doesn’t 
run in the preview? What did you do 
then? 
The translator did experience error in 
game preview. She did not know to solve 
it, therefore she asked her group mate to 
help her solve it. 
T3/PROB/SAT/TECH/P9/D4 
Did you face other problems in using 
Notepad++? 
The translator did not face other 
problems in using Notepad++ because 
she use Windows’ Notepad. 
T3/PROB/SAT/TECH/P9/D5 
Have you ever experienced nwjs.exe 
stopped working? What did you do then? 
The translator did not experience 
nwjs.exe has stopped working error. 
During the translation of Sastratsuki from 
the beginning until finish, she did not 
face problem with nwjs.exe, this game 
always run well her laptop. 
T3/PROB/SAT/TECH/P9/D6 
Have you ever experienced Sastratsuki 
screen does not display after you open it, 
even after several minutes? What did you 
do then? 
The translator did not experience the 
problem of the game that did not display. 
It always run well in her laptop. 
T3/PROB/SAT/TECH/P9/D7 
Did you face problem about the video 
game system requirement? In this case 
are about Windows 32bit and 64bit? 
The translator did not face problem with 
Windows Architecture. She always used 
Sastratsuki 32bit in her laptop and it runs 
well everytime. 
T3/PROB/SAT/COD/P9/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did have problems with 
capitalization, for instance the textstring 
on Nunanoo character number 28, 
“Betul? betul? Betul?”. There is a 
mistake in one of words “betul!” which 
she did not capitalize. 
T3/PROB/SAT/COD/P10/D2 
Did you face problems about text period? 
In this case is space, comma, full stop, 
colon, ellipsis, colon, question mark, 
hyphen, slash, parentheses, and 
apostrophe? 
The translator did not face problems with 
text period in translating Sastratsuki. 
T3/PROB/SAT/COD/P10/D3 
Did you face problems with code inside 
the script? For example character code 
name, system code, etc. 
The translator did not face problems with 
script code. She never changes the code 
inside the script, she only translates the 
textstring. 
T3/PROB/SAT/COD/P10/D4 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did not face problem with 
character limitation, because the total 
character in Sastratsuki is more than in 
Pokémon Ranger. 
T3/PROB/SAT/COD/P10/D5 
Did you face other coding problems in 
translating Sastratsuki? 
The translator did not face other coding 
problems in translating Sastratsuki. 
T3/PROB/SAT/CONT/P10/D1 
Did you find any sentence/textstrings 
which are hard to understand and difficult 
to translate? 
The translator did found sentences and 
textstrings that’s difficult to translate, for 
example “Oh, got it. I’ll put some blood 
stain like cloth to make you like a gallant 
knight.” It is difficult to translate, finally 
she translates it with humor sense. 
T3/PROB/SAT/CONT/P10/D2 
Did you find any idioms in translating 
Sastratsuki? 
The translator did not find any idioms in 
translating Sastratsuki. 
T3/PROB/SAT/CONT/P10/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator found two words which 
were difficult for her to translate, 
“grandeur garb” and “vagrant ninja”. 
T3/PROB/SAT/CONT/P10/D4 
Did you face other content problems in 
translating Sastratsuki? 
The translator did face other content 
problems in translating Sastratsuki. The 
problem is about diction, sometimes she 
faces several words which were difficult 
to translate like aforementioned, that was 
made her confuse in choosing diction. 
Furthermore, she also tries to adjust the 
diction with characterization. 
Group 4 (Transcript 4) - Anisa 
Septia Dewi (143211025) 
T4/PROB/SAT/TECH/P6/D1 
Did you feel confuse about Notepad++ 
interface? Which part makes you 
confuse? 
The translator did not face problem in 
using Notepad++ to translate Sastratsuki. 
T4/PROB/SAT/TECH/P6/D2 
There are different names for each file 
contain script in package folder, did you 
face problem about the files name? 
The translator did not face problem about 
files name although there is lot of files 
with different names. 
T4/PROB/SAT/TECH/P6/D3 
Did you ever experienced one or part of 
textstring/ characters description doesn’t 
run in the preview? What did you do 
then? 
The translator experienced error on “Why 
should we discuss her fashion taste?!” 
There is an error, then she asked her 
group mate to help her overcome the 
problem. 
T4/PROB/SAT/TECH/P6/D4 
Did you face other problems in using 
Notepad++? 
The translator did not face other 
problems in using Notepad++. 
T4/PROB/SAT/TECH/P6/D5 
Have you ever experienced nwjs.exe 
stopped working? What did you do then? 
When the translator faced this problem, 
she tried to close the program then she 
replaced the nw or the program launcher 
with another nw from different folder 
without changing other file in package 
folder. The result is the program could 
run. 
T4/PROB/SAT/TECH/P7/D6 
Have you ever experienced Sastratsuki 
screen does not display after you open it, 
even after several minutes? What did you 
do then? 
The translator experienced this problem, 
sometimes it also shows only black 
screen, then she tried to close and reopen 
it, when it still cannot run then she restart 
her Windows. 
T4/PROB/SAT/TECH/P7/D7 
Did you face problem about the video 
game system requirement? In this case 
are about Windows 32bit and 64bit? 
The translator did not face problem with 
system requirement. She always used 
Sastratsuki 32bit version in her laptop 
and it could run. 
T4/PROB/SAT/COD/P7/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem in 
capitalization. 
T4/PROB/SAT/COD/P7/D2 
Did you face problems about text period? 
In this case is space, comma, full stop, 
colon, ellipsis, colon, question mark, 
hyphen, slash, parentheses, and 
apostrophe? 
The translator did not face problem in 
text period. 
T4/PROB/SAT/COD/P7/D3 
Did you face problems with code inside 
the script? For example character code 
name, system code, etc. 
The translator did face code problem 
because character code was abbreviated, 
sometimes it was made her confuse to 
distinguish the character’s speech. 
T4/PROB/SAT/COD/P7/D4 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator face character limitation 
problem when she translates ‘N.A.H 
(Never Anger Her)’ to ‘A.W.A.S (Awas! 
Wanita Agak Sangar)’ it is really difficult 
to translate and make this appropriate 
with the meaning, context, and total 
character. Also for “certify your 
ninjaship” is the same problem. 
T4/PROB/SAT/COD/P7/D5 
Did you face other coding problems in 
translating Sastratsuki? 
The translator face other coding problem 
when she has to count the characters 
number manually from the source and 
target language, and it is really need lot 
of time. 
T4/PROB/SAT/CONT/P7/D1 
Did you find any sentence/textstrings 
which are hard to understand and difficult 
to translate? 
The translator found difficult sentence, 
for example “What the? You want me to 
jump over cars?! I am not a stunt 
woman!” If she translated it literally it 
will be make it exceed the character 
limitations, thus she tried to use loyalty 
and little bit humor sense in translating 
this textstring. 
T4/PROB/SAT/CONT/P7/D2 
Did you find any idioms in translating 
Sastratsuki? 
The translator did not find any idiom in 
translating Sastratsuki. 
T4/PROB/SAT/CONT/P7/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator found “Lotus Jump” which 
is really confusing, if she translates it 
literally it will does not match in target 
language, then she translates it to 
“Lompat Katak” which is more common 
in target language. 
T4/PROB/SAT/CONT/P8/D4 
Did you face other content problems in 
translating Sastratsuki? 
The translator did face other content 
problem to keep the characteristic of Hurt 
and Umi, because there is abbreviation, 
humor sense and etc. 
Group 5 (Transcript 5) - Nur 
Umi Khoiriyah (143211062) 
T5/PROB/SAT/TECH/P8/D1 
Did you feel confuse about Notepad++ 
interface? Which part makes you 
confuse? 
The translator did not confuse about 
Notepad++ user interface. 
T5/PROB/SAT/TECH/P8/D2 
There are different names for each file 
contain script in package folder, did you 
face problem about the files name? 
The translator did not face problems 
about files name. 
T5/PROB/SAT/TECH/P8/D3 
Did you ever experienced one or part of 
textstring/characters description doesn’t 
run in the preview? What did you do 
then? 
The translator never experienced the 
problem. 
T5/PROB/SAT/TECH/P8/D4 
Did you face other problems in using 
Notepad++? 
The translator did not have other problem 
in using Notepad++ 
T5/PROB/SAT/TECH/P8/D5 
Have you ever experienced nwjs.exe 
stopped working? What did you do then? 
The translator did face nwjs.exe stopped 
working, but she asked her group mate to 
solve it, because she did not know to 
solve it. 
T5/PROB/SAT/TECH/P9/D6 
Have you ever experienced Sastratsuki 
screen does not display after you open it, 
even after several minutes? What did you 
do then? 
The translator did not experience screen 
error because it is always run well in her 
laptop. 
T5/PROB/SAT/TECH/P9/D7 
Did you face problem about the video 
game system requirement? In this case 
are about Windows 32bit and 64bit? 
The translator did not face problem with 
Windows Architecture because she 
always use 32bit version of Sastratsuki 
and it run well. 
T5/PROB/SAT/COD/P9/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem with 
capitalization. 
T5/PROB/SAT/COD/P9/D2 
Did you face problems about text period? 
In this case is space, comma, full stop, 
colon, ellipsis, colon, question mark, 
hyphen, slash, parentheses, and 
apostrophe? 
The translator did face problem on text 
period, for example on textstring “Never 
call yourself a hero anymore if you can’t 
finish this test!” on the target text she 
forgot to put exclamation mark in the 
end. 
T5/PROB/SAT/COD/P9/D3 
Did you face problems with code inside 
the script? For example character code 
name, system code, etc. 
The translator did not face problem with 
the codes inside the Sastratsuki script. 
T5/PROB/SAT/COD/P9/D4 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did not face character 
limitation problem because Sastratsuki is 
more flexible and has more maximum 
number of character than in Pokémon 
Ranger. 
T5/PROB/SAT/COD/P9/D5 
Did you face other coding problems in 
translating Sastratsuki? 
The translator did not face other coding 
problems in translating Sastratsuki. 
T5/PROB/SAT/CONT/P9/D1 
Did you find any sentence/textstrings 
which are hard to understand and difficult 
to translate? 
The translator did find difficult sentence, 
for instance on the textstring “Good! 
Before you cut real hoodlums, you have 
to cut some woods! To test your nimble 
footwork!” For her it is quite difficult to 
translate because has to look the meaning 
and the context to make a good 
translation. 
T5/PROB/SAT/CONT/P9/D2 
Did you find any idioms in translating 
Sastratsuki? 
The translator did not find any idiom in 
translating Sastratsuki. 
T5/PROB/SAT/CONT/P9/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find any difficult 
vocabulary/terminology in translating 
Sastratsuki. 
T5/PROB/SAT/CONT/P9/D4 
Did you face other content problems in 
translating Sastratsuki? 
The translator did not face other content 
problems in translating Sastratsuki. 
Group 6 (Transcript 6) - Lita 
Septiani Darsono (143211021) 
T6/PROB/SAT/TECH/P5/D1 
Did you feel confuse about Notepad++ 
interface? Which part makes you 
confuse? 
The translator did not confuse in using 
Notepad++, because it is easier than 
using Hex Workshop. 
T6/PROB/SAT/TECH/P6/D2 
There are different names for each file 
contain script in package folder, did you 
face problem about the files name? 
The translator did not face problem with 
files name. 
T6/PROB/SAT/TECH/P6/D3 
Did you ever experienced one or part of 
textstring/ characters description doesn’t 
run in the preview? What did you do 
then? 
The translator never experienced missing 
textstring or character description did not 
run because Sastratsuki is normally 
playing when she open it. 
T6/PROB/SAT/TECH/P6/D4 
Did you face other problems in using 
Notepad++? 
The translator did not face other problem 
in using Notepad++. 
T6/PROB/SAT/TECH/P6/D5 
Have you ever experienced nwjs.exe 
stopped working? What did you do then? 
The translator never experienced nwjs.exe 
stopped working because Sastratsuki is 
normally playing when she open it. 
T6/PROB/SAT/TECH/P6/D6 
Have you ever experienced Sastratsuki 
screen does not display after you open it, 
even after several minutes? What did you 
do then? 
The translator never experienced 
Sastratsuki screen error. 
T6/PROB/SAT/TECH/P6/D7 
Did you face problem about the video 
game system requirement? In this case 
are about Windows 32bit and 64bit? 
The translator did face problem about 
video game system requirement, because 
her laptop does not fulfill the minimum 
system requirement to play the video 
game, so she use another laptop from her 
group mate in translating and previewing 
Sastratsuki video game. 
T6/PROB/SAT/COD/P6/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not face problem in 
capitalization. 
T6/PROB/SAT/COD/P6/D2 
Did you face problems about text period? 
In this case is space, comma, full stop, 
colon, ellipsis, colon, question mark, 
hyphen, slash, parentheses, and 
apostrophe? 
The translator did not face problem about 
text period. 
T6/PROB/SAT/COD/P6/D3 
Did you face problems with code inside 
the script? For example character code 
name, system code, etc. 
The translator did not face problem with 
code, because she understand the code 
and she did not change it. 
T6/PROB/SAT/COD/P6/D4 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did not face problem in 
character limitations in translating 
Sastratsuki. 
T6/PROB/SAT/COD/P6/D5 
Did you face other coding problems in 
translating Sastratsuki? 
The translator did not face other coding 
problem in translating Sastratsuki. 
T6/PROB/SAT/CONT/P6/D1 
Did you find any sentence/textstrings 
which are hard to understand and difficult 
to translate? 
The translator found difficult sentence for 
example, sentence number 5, which is 
contain “wall jump” like she have said 
before, she use the members’ decision to 
translate it into “lompat tembok”. 
T6/PROB/SAT/CONT/P7/D2 
Did you find any idioms in translating 
Sastratsuki? 
The translator did not find idiom in 
translating Sastratsuki. 
T6/PROB/SAT/CONT/P7/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find difficult 
vocabulary/terminology in translating 
Sastratsuki. 
T6/PROB/SAT/CONT/P7/D4 
Did you face other content problems in 
translating Sastratsuki? 
The translator did not face other content 
problem in translating Sastratsuki. 
Group 7 (Transcript 7) - 
Ahmad Makruf (143211013) 
T7/PROB/SAT/TECH/P6/D1 
Did you feel confuse about Notepad++ 
interface? Which part makes you 
confuse? 
The translator did not confuse in using 
Notepad++ because it has the same 
operational with Windows’ Notepad so 
he understood about it. 
T7/PROB/SAT/TECH/P6/D2 
There are different names for each file 
contain script in package folder, did you 
face problem about the files name? 
The translator did not confuse abut files 
name because he never change the .js file 
but only open it and translate it. 
T7/PROB/SAT/TECH/P7/D3 
Did you ever experienced one or part of 
textstring/ characters description doesn’t 
run in the preview? What did you do 
then? 
The translator did not face problem in 
textstring or character description error. 
T7/PROB/SAT/TECH/P7/D4 
Did you face other problems in using 
Notepad++? 
The translator did not face other problem 
in using Notepad++. 
T7/PROB/SAT/TECH/P7/D5 
Have you ever experienced nwjs.exe 
stopped working? What did you do then? 
The translator often face this problem, 
then he borrowed laptop from his group 
mate which can run the video game. 
T7/PROB/SAT/TECH/P7/D6 
Have you ever experienced Sastratsuki 
screen does not display after you open it, 
even after several minutes? What did you 
do then? 
The translator often face this problem, 
then he borrowed laptop from his group 
mate which can run the video game. 
T7/PROB/SAT/TECH/P7/D7 
Did you face problem about the video 
game system requirement? In this case 
are about Windows 32bit and 64bit? 
The translator did not face Windows 
Architecture problem, his friend’s laptop 
has 64bit operation system so he did not 
have any problem in running the video 
game. 
T7/PROB/SAT/COD/P7/D1 
Did you face problems in capitalization? 
Perhaps you miss to capitalize or did 
typo? 
The translator did not have problem in 
capitalization. 
T7/PROB/SAT/COD/P7/D2 
Did you face problems about text period? 
In this case is space, comma, full stop, 
colon, ellipsis, colon, question mark, 
hyphen, slash, parentheses, and 
apostrophe? 
The translator did not face problem about 
text period. 
T7/PROB/SAT/COD/P7/D3 
Did you face problems with code inside 
the script? For example character code 
name, system code, etc. 
The translator did not face problem with 
script code because he understood and he 
did not change the codes. 
T7/PROB/SAT/COD/P7/D4 
Did you face problem in character 
limitations when translating this game? 
Please mention some of the textstrings. 
The translator did face problem in 
character limitation, for example “I save 
the world but the world doesn’t pay my 
service!” translated into “Aku 
menyelamatkan dunia tapi tak dapat 
imbalan!” it should be “…dapat imbalan 
dari dunia” but it will too much 
characters, in fact the meaning still 
transferred. 
T7/PROB/SAT/COD/P7/D5 
Did you face other coding problems in 
translating Sastratsuki? 
The translator did not face other coding 
problem. 
T7/PROB/SAT/CONT/P7/D1 
Did you find any sentence/textstrings 
which are hard to understand and difficult 
to translate? 
The translator found difficult sentence, 
for example “It’s a state art of shuriken” 
if it is literally translated become 
“shuriken terbaru”, but there is 
“Bakatsuki’s legacy” following, so that 
he decide to translate it into “warisan” 
and “paling berharga”. 
T7/PROB/SAT/CONT/P7/D2 
Did you find any idioms in translating 
Sastratsuki? 
The translator did not find any idiom in 
translating Sastratsuki. 
T7/PROB/SAT/CONT/P8/D3 
Did you find any vocabulary/terminology 
which are difficult to understand and 
translate? 
The translator did not find difficult 
vocabulary/terminology in translating 
Sastratsuki. 
T7/PROB/SAT/CONT/P8/D4 
Did you face other content problems in 
translating Sastratsuki? 
The translator did not face other content 
problem in translating Sastratsuki. 
 
POKÉMON RANGER TRANSLATION STRATEGY ANALYSIS 
Group Data SL & TL 
Translation Strategies 
(Costales, 2014) 
Spatialization Strategies (Purnomo, 2018) 
Character 
Translator 
Reason 
Validator 
Notes 
Diegetic Non-Diegetic 
D
F 
N
T 
T
C 
L
T 
L
Y
L 
L
M
C 
C
S 
A
B
R 
C
D
N 
O
M
S 
S
Y
M 
R
T
N 
M
D
N 
V
L
T 
I
C
N 
T
Y
F 
L
T
R 
B
L
N 
W
D
W 
Group 
1 
(Trans
cript 1) 
T1/STR
/POK/I
GT/P1/
D1 
“Your desire 
to help 
people in 
need… 
   V     V           36  37 
The translator 
uses literal 
translation 
strategy. The 
spatialization 
strategy uses 
Condensation 
stategy to 
signify the 
message. 
 “Semangatm
u untuk 
menolong 
orang lain 
T1/STR
/POK/I
GT/P1/
D2 
You have the 
qualifications 
to become a 
Pokémon 
Ranger.” 
   V         V       56  43 
The translator 
uses literal 
translation. 
Mediation 
strategy also 
uses to translate 
“qualification” 
into “layak” 
which has the 
same meaning. 
There is also 
retention 
strategy for 
“Pokémon 
Ranger.” 
 
Kamu layak 
menjadi 
seorang 
Pokémon 
Ranger.” 
T1/STR
/POK/I
GT/P2/
D3 
<Invitation> 
   V         V       12  10 
The translator 
uses literal 
translation 
because it is 
very common 
translation in 
target language. 
It is also shows 
the use of 
mediation 
strategy. 
 
<Undangan> 
T1/STR
/POK/I
GT/P2/
D4 
Your strong 
motivation to 
become a 
Pokémon 
Ranger… 
     V   V   V        50  48 
The translator 
uses loss of 
meaning 
translation, 
Condensation & 
Retention 
strategy also 
taken place in 
this translation. 
 Semangatmu 
untuk 
menjadi 
seorang 
Pokémon 
Ranger… 
T1/STR
/POK/I
GT/P2/
D5 
How you live 
in harmony 
with 
Pokémon and 
strive to 
protect nature 
everyday…    V        V        75  76 
The translator 
uses literal 
translation 
strategy. 
Retention 
spatialization 
strategy also 
taken place 
because the 
translator kept 
“Pokémon” on 
target language. 
 
Hidupmu 
yang damai 
bersama 
Pokémon dan 
berjuang 
melindungi 
alam setiap 
hari. 
T1/STR
/POK/I
GT/P2/
D6 
How you 
selflessly go 
to the help of 
those in 
need… 
   V     V           51  43 
The translator 
uses literal 
translation 
again. 
Condensation 
taken place in 
order to signify 
the meaning of 
the target 
language but it 
does not affect 
the message. 
 Ketulusanmu 
untuk mereka 
yang 
membutuhka
n … 
T1/STR
/POK/I
GT/P2/
D7 
How you 
have trained 
and built 
your body to 
become a 
Ranger… 
     V    V  V        60  54 
The translator 
uses loss of 
meaning 
translation. 
Omission 
strategy taken 
place in “built 
your body” on 
the target text 
but it does not 
affect the 
meaning. 
Retention also 
found on the 
word “Ranger” 
which is kept in 
target language. 
 
Kamu yang 
telah berlatih 
untuk 
menjadi 
seorang 
Ranger… 
T1/STR
/POK/I
GT/P2/
D8 
All this I’ve 
come to 
understand 
and 
     V    V          86  75 
The translator 
uses loss of 
meaning 
translation. 
 
appreciate 
from the 
seven letters 
you’ve sent 
me. 
Omission 
spatialization 
strategy taken 
place in 
omitting 
“appreciate” on 
target language 
but it does not 
affect the 
meaning. 
Akhirnya 
saya mengerti 
kemampuan
mu dari tujuh 
surat yang 
telah kamu 
kirim. 
T1/STR
/POK/I
GT/P2/
D9 
I would like 
to meet you. 
   V                25  20 
The translator 
uses literal 
translation 
strategy. In 
addition, there is 
no diegetic or 
non-diegetic 
strategy 
occurred in this 
translation. 
 
Aku ingin 
menemuimu. 
T1/STR
/POK/I
GT/P2/
D10 
I want to see 
for myself if 
you really are 
worthy of 
becoming a 
Ranger. 
   V        V        71  68 
The translator 
uses literal 
translation. 
Retention 
strategy also 
occurred 
because the 
translator kept 
“Ranger” in 
target language. 
 Aku ingin bertemu 
secara 
langsung 
apakah kamu 
pantas 
menjadi 
Ranger. 
T1/STR
/POK/I
GT/P2/
D11 
I will be 
waiting for 
you in Fall 
City next 
Sunday. 
   V        V        51  41 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred 
because the 
translator kept 
“Fall City”, a 
name of city in 
the video game. 
 Aku 
menunggumu 
di Fall City 
minggu 
depan. 
T1/STR
/POK/I
GT/P2/
D12 
You’ll find 
enclosed a 
ticket for the 
ferry to Fall 
City and an 
official 
Pokémon 
Ranger 
uniform. 
   V     V   V        96  74 
The translator 
uses literal 
translation 
strategy. 
Condensation 
spatialization 
strategy also 
taken place 
because the 
translator 
attempt to 
signify the 
message of 
“ticket for the 
ferry” into 
“berlayar”. In 
addition there is 
also retention 
strategy found 
in this 
translation. 
 
Terlampir 
tiket untuk 
berlayar ke 
Fall City 
beseta 
seragam 
Pokémon 
Ranger. 
T1/STR
/POK/I
GT/P3/
D13 
Wear it, and 
wait for me 
in the harbor. 
V        V           39  36 
The translator 
uses 
domestication 
translation 
strategy because 
“wait for me” 
doesn’t 
commonly 
translated to 
“tunggu saya” 
but “temui saya” 
in target 
language. 
Condensation 
strategy also 
taken place in 
order to signify 
the message. 
 
Kenakan dan 
temui saya di 
pelabuhan. 
T1/STR
/POK/I
GT/P3/
D14 
With that 
uniform on, I 
won’t have 
any trouble 
spotting you. 
   V     V     V      60  48 
The translator 
uses literal 
translation 
strategy. The 
translator also 
uses 
condensation 
spatialization 
strategy. 
Furthermore, 
violation 
strategy 
occurred 
because “I won’t 
have” translated 
into “akan 
mudah”. 
 
Dengan 
seragam itu, 
saya akan 
mudah 
mengenalimu
. 
T1/STR
/POK/I
GT/P3/
D15 
I look 
forward to 
seeing you. 
V        V           29  13 
The translator 
uses 
domestication 
translation 
strategy. 
Condensation 
strategy also 
taken place in 
maintaining 
character 
limitation and 
signifying the 
message. 
 
Sampai 
jumpa. 
T1/STR
/POK/I
GT/P3/
D16 
Best regards, 
V        V           13  6 
The translator 
uses 
domestication 
translation 
strategy, 
because a letter 
is commonly 
end with 
“salam”, and it 
is commonly 
used in target 
language. 
Condensation 
strategy taken 
place in 
signifying the 
message. 
 
Salam, 
T1/STR
/POK/I
GT/P3/
D17 
Spenser 
 V          V        7  7 
The translator 
uses no 
translation, 
because it is 
name of 
character in the 
 
Spenser 
video game. 
Retention 
strategy also 
taken place 
because the 
translator kept 
the name on the 
target text. 
T1/STR
/POK/I
GT/P3/
D18 
Ringtown 
Ranger 
Leader 
   V        V        22  21 
The translator 
uses literal 
translation, from 
“leader” into 
“ketua” in target 
language. 
“Mediation”, 
Retention 
strategy also 
taken place in 
this translation. 
 
Ketua Ranger 
Ringtown 
Group 
2 
(Trans
cript 2) 
T2/STR
/POK/I
GT/P1/
D1 
“Your desire 
to help 
people in 
need… 
   V   V             38  39 
The translator 
uses literal 
translation. 
Abbreviation 
spatialization 
found in this 
translation 
because the 
translator 
abbreviate 
“untuk” become 
“tuk” in target 
language. 
 
“Semangatm
u tuk 
menolonng 
orang lain… 
T2/STR
/POK/I
GT/P1/
D2 
You have the 
qualifications 
to become a 
Pokémon 
Ranger.” 
   V         V       56  44 
The translator 
uses literal 
translation. 
Mediation 
strategy also 
taken place in 
translating 
“qualifications” 
into “pantas”. In 
addition there is 
also retention 
strategy found 
in this 
translation. 
 
Kamu pantas 
menjadi 
seorang 
Pokemon 
Ranger.” 
T2/STR
/POK/I
GT/P1/
D3 
<Invitation> 
   V                12  10 
The translator 
uses literal 
translation. 
There is no 
diegetic or non-
diegetic strategy 
applied in this 
translation. 
 
<UNDANG
AN> 
T2/STR
/POK/I
GT/P2/
D4 
Your strong 
motivation to 
become a 
Pokémon 
Ranger… 
   V        V        50  53 
The translator 
uses literal 
translation. 
Retention 
strategy found 
in this 
translation 
because the 
translator kept 
“Pokémon 
Ranger” in 
target language. 
 Motivasimu 
kuat untuk 
menjadi 
seorang 
Pokémon 
Ranger… 
T2/STR
/POK/I
GT/P2/
D5 
How you live 
in harmony 
with 
Pokémon and 
strive to 
protect nature 
everyday… 
   V     V   V        75  74 
The translator 
uses literal 
translation. 
Condensation 
strategy 
occurred to 
signify the 
message and 
also retention 
strategy to kept 
“Pokemon” in 
target language. 
“And violation” 
 Kamu hidup 
rukun dengan 
Pokemon 
édan 
berjuang 
melindungi 
alam setiap 
hari… 
T2/STR
/POK/I
GT/P2/
D6 
How you 
selflessly go 
to the help of 
those in 
need… 
   V    V            51  44 
The translator 
uses literal 
translation. 
Abbreviation 
strategy taken 
place because 
there is 
abbreviation of 
“yang” into 
“yg”. 
 Tanpa pamrih 
kamu 
menolong yg 
butuh 
bantuan… 
T2/STR
/POK/I
GT/P2/
D7 
How you 
have trained 
and built 
your body to 
become a 
Ranger…    V    V    V        60  68 
The translator 
uses literal 
translation. 
Abbreviation 
strategy 
occurred in 
abbreviation of 
“untuk” become 
“utk”. There is 
also retention 
because the 
 
Kamu yang 
telah berlatih 
untuk 
membentuk 
badanmu utk 
menjadi 
Ranger… 
translator kept 
“Ranger” in 
target language. 
T2/STR
/POK/I
GT/P2/
D8 
All this I’ve 
come to 
understand 
and 
appreciate 
from the 
seven letters 
you’ve sent 
me. 
   V      V          86  48 
The translator 
uses literal 
translation. 
Omission 
strategy 
occurred 
because the 
translator 
omitted 
“appreciate” in 
target language. 
 
Dari ketujuh 
surat itu aku 
memahami 
kemampuan
mu. 
T2/STR
/POK/I
GT/P2/
D9 
I would like 
to meet you. 
   V      V          25  20 
The translator 
uses literal 
translation. 
Omission 
strategy 
occurred 
because the 
translator 
omitted the 
object (the 
person who 
want to be 
meet). 
 
Saya ingin 
berjumpa. 
T2/STR
/POK/I
GT/P2/
D10 
I want to see 
for myself if 
you really are 
worthy of 
becoming a 
Ranger. 
   V    V    V        71  66 
The translator 
uses literal 
translation. 
Abbreviation 
strategy taken 
place because 
 
Aku ingin 
lihat jika 
kamu 
sungguh 
ingin jd 
seorang 
Pokemon 
Ranger. 
there is 
abbreviation of 
“jadi” become 
“jd”. In 
addition, there is 
also retention 
strategy found 
in this 
translation. 
T2/STR
/POK/I
GT/P2/
D11 
I will be 
waiting for 
you in Fall 
City next 
Sunday. 
   V        V        51  41 
The translator 
uses literal 
translation. 
Retention 
strategy 
occurred 
because the 
translator kept 
“Fall City” on 
the target 
language. 
 Aku 
menunggumu 
di Fall City 
minggu 
depan. 
T2/STR
/POK/I
GT/P2/
D12 
You’ll find 
enclosed a 
ticket for the 
ferry to Fall 
City and an 
official 
Pokémon 
Ranger 
uniform. 
   V     V   V        96  73 
The translator 
uses literal 
translation. 
Condensation 
strategy 
occurred in 
signifying 
“ticket for the 
ferry” into 
“menyeberang”. 
There is also 
retention in 
because the 
translator kept 
Fall City” and 
“Pokémon 
 
Kamu akan 
dapat tiket 
menyebrang 
ke Fall City 
dan seragam 
Pokemon 
ranger. 
Ranger” in 
target language. 
T2/STR
/POK/I
GT/P2/
D13 
Wear it, and 
wait for me 
in the harbor. 
        V           39  33 
The translator 
uses literal 
translation. 
Condensation 
strategy 
occurred in 
signifying the 
message. 
“Omittion” 
 
Kenakan, dan 
tunggu di 
pelabuhan. 
T2/STR
/POK/I
GT/P2/
D14 
With that 
uniform on, I 
won’t have 
any trouble 
spotting you. 
   V     V           60  48 
The translator 
uses literal 
translation. 
Condensation 
strategy also 
taken place in 
this translation. 
 Dengan 
seragam itu, 
aku tak 
kesulitan 
mencarimu. 
T2/STR
/POK/I
GT/P3/
D15 
I look 
forward to 
seeing you. 
   V     V           29  21 
The translator 
uses literal 
translation. 
Condensation 
strategy also 
taken place in 
this translation. 
 Aku akan 
menemukan
mu. 
T2/STR
/POK/I
GT/P3/
D16 
Best regards, 
   V     V           13  6 
The translator 
uses literal 
translation. 
Condensation 
strategy taken 
 
Salam, 
place to signify 
the message. 
T2/STR
/POK/I
GT/P3/
D17 
Spenser 
 V          V        7  7 
The translator 
uses no 
translation 
strategy because 
it is not 
necessary to 
change in target 
language. 
Retention 
strategy 
occurred 
because the 
translator kept 
“Spenser” in 
target language. 
 
Spenser 
T2/STR
/POK/I
GT/P3/
D18 
Ringtown 
Ranger 
Leader 
   V        V        22  21 
The translator 
uses literal 
translation. 
Retention 
strategy also 
taken place in 
this translation. 
“Mediation” 
 
Ketua Ranger 
Ringtown 
Group 
3 
(Trans
cript 3) 
T3/STR
/POK/I
GT/P1/
D1 
“Your desire 
to help 
people in 
need… 
   V     V V          36  34 
The translator 
uses literal 
translation. 
Condensation 
strategy also 
occured to 
signify the 
message. In 
addition there is 
also omission on 
“in need” does 
 
“Hasrat untuk 
menolong 
orang lain… 
not translated on 
target language. 
T3/STR
/POK/I
GT/P1/
D2 
You have the 
qualifications 
to become a 
Pokémon 
Ranger.” 
   V     V   V        56  44 
The translator 
uses literal 
translation. 
Condensation 
strategy 
occurred to 
signify the 
message. 
Additionally 
there is also 
retention on the 
“Pokémon 
Ranger.” 
 
Anda berhak 
menjadi 
seorang 
Pokémon 
Ranger.” 
T3/STR
/POK/I
GT/P2/
D3 
<Invitation> 
   V                12  10 
The translator 
uses literal 
translation 
because it is 
very common in 
target language. 
There is no 
diegetic or non-
diegetic strategy 
used in this 
translation. 
 
<Undangan> 
T3/STR
/POK/I
GT/P2/
D4 
Your strong 
motivation to 
become a 
Pokémon 
Ranger… 
     V   V   V        50  37 
The translator 
uses loss of 
meaning 
translation. 
Condensation 
strategy applied 
to signify the 
message. In 
addition there is 
 
Motivasi 
anda menjadi 
Pokémon 
Ranger… 
also retention on 
“Pokémon 
Ranger.”  
T3/STR
/POK/I
GT/P2/
D5 
How you live 
in harmony 
with 
Pokémon and 
strive to 
protect nature 
everyday… 
   V      V  V        75  71 
The translator 
uses literal 
translation. 
Omission 
strategy taken 
place because 
the translator 
omitted 
“everyday”. In 
addition there is 
also retention 
strategy 
occurred in this 
translation. 
 Bagaimana 
anda hidup 
rukun dengan 
Pokémon dan 
berjuang 
melindungi 
alam… 
T3/STR
/POK/I
GT/P2/
D6 
How you 
selflessly go 
to the help of 
those in 
need… 
V        V           51  47 
The translator 
uses 
domestication 
translation 
strategy, 
because 
“keikhlasan” is 
closer in target 
language. The 
condensation 
strategy also 
applied in this 
translation to 
signify the 
message. 
 
Keikhlasan 
anda 
menolong 
mereka yang 
kesusahan… 
T3/STR
/POK/I
GT/P2/
D7 
How you 
have trained 
and built 
your body to 
become a 
Ranger…    V     V           60  50 
The translator 
uses literal 
translation. 
Condensation 
strategy applied 
in signifying 
“built your 
body” into 
“kuat”. Yet, the 
meaning does 
not affected. 
 
Anda telah 
terlatih dan 
kuat untuk 
menjadi 
Ranger… 
T3/STR
/POK/I
GT/P2/
D8 
All this I’ve 
come to 
understand 
and 
appreciate 
from the 
seven letters 
you’ve sent 
me. 
     V    V          86  52 
The translator 
uses loss of 
meaning 
translation 
strategy. 
Omission 
strategy 
occurred 
because the 
translator 
omitted 
“appreciate”. 
“Condensation” 
 
Dari tujuh 
surat itu saya 
memahami 
kualifikasi 
anda. 
T3/STR
/POK/I
GT/P2/
D9 
I would like 
to meet you. 
   V                25  24 
The translator 
uses literal 
translation. 
There is no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
 
Saya ingin 
bertemu 
anda. 
T3/STR
/POK/I
GT/P2/
D10 
I want to see 
for myself if 
you really are 
worthy of 
becoming a 
Ranger. 
   V        V        71  59 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred 
because the 
translator kept 
“Ranger” in 
target language. 
 Saya ingin 
melihat 
sendiri bahwa 
anda layak 
menjadi 
Ranger. 
T3/STR
/POK/I
GT/P2/
D11 
I will be 
waiting for 
you in Fall 
City next 
Sunday. 
   V        V        51  43 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred 
because the 
translator kept 
“Fall City” on 
the target 
language. 
 
Saya tunggu 
anda di Fall 
City besok 
Minggu. 
T3/STR
/POK/I
GT/P2/
D12 
You’ll find 
enclosed a 
ticket for the 
ferry to Fall 
City and an 
official 
Pokémon 
Ranger 
uniform. 
     V    V  V        96  60 
The translator 
uses loss of 
meaning 
strategy. 
Omission 
strategy 
occurred when 
the translator 
omitted “ticket 
 
Terlampir 
tiket menuju 
Fall City dan 
seragam 
Pokémon 
Ranger. 
for the ferry” on 
target language. 
But it does not 
affect the 
meaning 
because the next 
textstring 
mention the 
location 
“harbor” 
describe that 
ticket is for a 
ship. In addition 
there is also 
retention 
strategy for 
“Fall City” and 
“Pokémon 
Ranger.” 
T3/STR
/POK/I
GT/P2/
D13 
Wear it, and 
wait for me 
in the harbor. 
   V                39  38 
The translator 
uses literal 
translation 
strategy. There 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Pakailah dan 
tunggu saya 
di pelabuhan. 
T3/STR
/POK/I
GT/P3/
D14 
With that 
uniform on, I 
won’t have 
any trouble 
spotting you. 
   V          V      60  49 
The translator 
uses literal 
translation. 
Violation 
strategy 
occurred 
because “I won’t 
have any 
 
Seragam itu 
memudahkan 
saya untuk 
mengenali 
anda. 
trouble” 
translated into 
“memudahkan 
saya”. 
“Condensation” 
T3/STR
/POK/I
GT/P3/
D15 
I look 
forward to 
seeing you. 
     V              29  26 
The translator 
uses 
compensation 
translation 
strategy, on the 
target text there 
is “pelabuhan” 
which is added 
to describe the 
location. There 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Sampai 
jumpa di 
pelabuhan. 
T3/STR
/POK/I
GT/P3/
D16 
Best regards, 
V        V           13  6 
The translator 
uses 
domestication 
strategy, it is 
common use in 
the end a letter 
in target 
language. 
Condensation 
strategy also 
taken place in 
this translation. 
 
Salam, 
T3/STR
/POK/I
GT/P3/
D17 
Spenser 
 V          V        7  7 
The translator 
uses no 
translation, 
because it is 
name of 
character in this 
video game. 
Retention 
strategy 
occurred 
because the 
translator kept 
the proper name 
on the target 
language. 
 
Spenser 
T3/STR
/POK/I
GT/P3/
D18 
Ringtown 
Ranger 
Leader 
   V        V        22  21 
The translator 
uses literal 
translation. 
Retention 
strategy also 
taken place in 
this translation. 
“Mediation” 
 
Ketua Ranger 
Ringtown 
Group 
4 
(Trans
cript 4) 
T4/STR
/POK/I
GT/P1/
D1 
“Your desire 
to help 
people in 
need… 
   V     V           36  38 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
taken place to 
signify the 
message on the 
target language. 
 “Semangatm
u untuk 
membantu 
orang lain. 
T4/STR
/POK/I
GT/P1/
D2 
You have the 
qualifications 
to become a 
Pokémon 
Ranger.” 
   V        V V       56  49 
The translator 
uses literal 
translation. 
Mediation 
strategy 
occurred in 
translating 
“qualifications” 
into “layak”. In 
addition there 
was also 
retention in the 
proper name 
“Pokémon 
Ranger.” 
 
Kamu layak 
untuk 
menjadi 
seorang 
Pokémon 
Ranger.” 
T4/STR
/POK/I
GT/P1/
D3 
<Invitation> 
   V                12  10 
The translator 
uses literal 
translation 
strategy. 
Additionally, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
 
<Undangan> 
T4/STR
/POK/I
GT/P2/
D4 
Your strong 
motivation to 
become a 
Pokémon 
Ranger…    V        V        50  50 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred in the 
proper name 
“Pokémon 
Ranger.” 
 
Motivasimu 
yang kuat 
untuk 
menjadi 
Pokémon 
Ranger… 
T4/STR
/POK/I
GT/P2/
D5 
How you live 
in harmony 
with 
Pokémon and 
strive to 
protect nature 
everyday… 
   V     V V          75  72 
The translator 
uses literal 
translation 
strategy. 
Condenstation 
strategy 
occurred to 
signify the 
message. In 
addition there 
was also 
omission 
strategy because 
“everyday” was 
omitted by the 
translator. 
 Kamu yang 
hidup rukun 
dengan 
Pokémon dan 
terus 
berjuang 
melindungi 
alam… 
T4/STR
/POK/I
GT/P2/
D6 
How you 
selflessly go 
to the help of 
those in 
need… 
V         V   V       51  38 
The translator 
uses 
domestication 
strategy. 
Mediation 
strategy occurred 
in translating 
“selflessly” into 
“tanpa pamrih”. 
Additionally, 
omission strategy 
also found in this 
translation 
because “…in 
need” was 
omitted. 
 
Kamu yang 
menolong 
orang tanpa 
pamrih… 
T4/STR
/POK/I
GT/P2/
D7 
How you 
have trained 
and built 
your body to 
become a 
Ranger… 
   V      V  V        60  54 
The translator 
uses literal 
translation 
strategy. 
Omission 
strategy taken 
place because 
“built your 
body” was 
omitted in target 
language. In 
addition, there is 
also retention on 
“Ranger”. 
 Kamu yang 
telah berlatih 
untuk 
menjadi 
seorang 
Ranger… 
T4/STR
/POK/I
GT/P2/
D8 
All this I’ve 
come to 
understand 
and 
appreciate 
from the 
seven letters 
you’ve sent 
me.    V                86  76 
The translator 
uses literal 
translation 
strategy. There 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Aku mencoba 
memahami 
dan 
menghargai 
tujuh surat 
yang kamu 
kirimkan 
kepadaku. 
T4/STR
/POK/I
I would like 
to meet you. 
   V                25  20 
The translator 
uses literal 
translation  
GT/P2/
D9 
Aku ingin 
menemuimu. 
strategy. There 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
T4/STR
/POK/I
GT/P2/
D10 
I want to see 
for myself if 
you really are 
worthy of 
becoming a 
Ranger. 
   V        V        71  67 
The translator 
uses literal 
translation. 
Retention 
strategy also 
found in this 
translation 
because the 
translator kept 
“Ranger” in 
target language. 
 Aku ingin melihat 
secara 
langsung 
apakah kamu 
layak 
menjadi 
Ranger. 
T4/STR
/POK/I
GT/P2/
D11 
I will be 
waiting for 
you in Fall 
City next 
Sunday. 
   V        V        51  46 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred 
because the 
translator kept 
“Fall City” on 
the target 
language. 
 Aku akan 
menunggumu 
di Fall City 
besok 
minggu. 
T4/STR
/POK/I
GT/P2/
D12 
You’ll find 
enclosed a 
ticket for the 
ferry to Fall 
City and an 
official 
Pokémon 
Ranger 
uniform.    V      V          96  79 
The translator 
uses literal 
translation 
strategy. 
Omission 
strategy also 
occurred 
because the 
translator 
omitted 
“official” in 
target language. 
But it did not 
affect the 
meaning of the 
translation. 
 
Kamu akan 
mendapatkan 
tiket kapal 
feri ke Fall 
City dan 
seragam 
Pokémon 
Ranger. 
T4/STR
/POK/I
GT/P2/
D13 
Wear it, and 
wait for me 
in the harbor. 
   V     V           39  33 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy 
occurred to 
maintain spatial 
concision on 
target language. 
 
Pakailah dan 
tunggu di 
pelabuhan. 
T4/STR
/POK/I
GT/P2/
D14 
With that 
uniform on, I 
won’t have 
any trouble 
spotting you.    V          V      60  47 
The translator 
uses literal 
translation 
strategy. 
Violation 
strategy also 
occurred 
because the 
translator 
 
Dengan 
seragam itu, 
aku akan 
mudah 
mengenalimu
. 
translate “I 
won’t have any 
trouble…” into 
“aku akan 
mudah…” 
T4/STR
/POK/I
GT/P3/
D15 
I look 
forward to 
seeing you. 
V        V           29  17 
The translator 
uses 
domestication 
strategy because 
it is commonly 
use in target 
language. 
Condensation 
strategy also 
occurred to 
maintain spatial 
concision on 
target language. 
 
Aku 
menantikanm
u. 
T4/STR
/POK/I
GT/P3/
D16 
Best regards, 
V        V           13  6 
The translator 
uses 
domestication 
strategy because 
it is commonly 
use in target 
language. 
Condensation 
strategy also 
occurred to 
maintain spatial 
concision on 
target language. 
 
Salam, 
T4/STR
/POK/I
GT/P3/
D17 
Spenser 
 V          V        7  7 
The translator 
uses no 
translation 
strategy because 
there is nothing 
 
Spenser 
to change of the 
character name. 
In addition, 
there is also 
retention 
strategy in this 
translation. 
T4/STR
/POK/I
GT/P3/
D18 
Ringtown 
Ranger 
Leader 
   V        V        22  21 
The translator 
used literal 
translation. 
Retention 
strategy also 
applied in this 
translation. 
“Mediation” 
 
Ketua Ranger 
Ringtown 
Group 
5 
(Trans
cript 5) 
T5/STR
/POK/I
GT/P1/
D1 
“Your desire 
to help 
people in 
need… 
   V      V          36  38 
The translator 
uses literal 
translation 
strategy. 
Omission 
strategy also 
taken place 
because the 
translator 
omitted “…in 
need” in target 
language. 
 
“Semangatm
u untuk 
membantu 
orang lain… 
T5/STR
/POK/I
GT/P1/
D2 
You have the 
qualifications 
to become a 
Pokémon 
Ranger.”    V        V        56  54 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred 
because the 
translator kept 
 
Anda 
memiliki 
kemampuan 
untuk 
menjadi 
Pokémon 
Ranger.” 
“Pokémon 
Ranger” in 
target language.  
T5/STR
/POK/I
GT/P1/
D3 
<Invitation> 
   V         V       12  10 
The translator 
uses literal 
translation 
because it is 
very common in 
target language. 
There is also 
mediation 
strategy 
occurred in this 
translation. 
 
<Undangan> 
T5/STR
/POK/I
GT/P2/
D4 
Your strong 
motivation to 
become a 
Pokémon 
Ranger… 
   V        V        50  49 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred 
because the 
translator kept 
“Pokémon 
Ranger” in 
target language. 
 Motivasi 
yang gigih 
untuk 
menjadi 
Pokémon 
Ranger… 
T5/STR
/POK/I
GT/P2/
D5 
How you live 
in harmony 
with 
Pokémon and 
strive to 
protect nature 
everyday… 
   V      V  V        75  72 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred 
because the 
translator kept 
“Pokémon” in 
 
Bagaimana 
anda hidup 
dengan rukun 
bersama 
Pokémon dan 
menjaga alam 
raya. 
target language. 
Furthermore, 
there is also 
omission on 
“everyday” does 
not translated in 
target language. 
T5/STR
/POK/I
GT/P2/
D6 
How you 
selflessly go 
to the help of 
those in 
need… 
     V   V V          51  33 
The translator 
uses loss of 
meaning 
translation. 
Condensation 
strategy 
occurred to 
signify the 
message on 
target language. 
Moreover, 
omission 
strategy also 
taken place for 
“in need…” 
because it does 
not translated in 
target language. 
 
Membantu 
orang lain 
tanpa 
pamrih… 
T5/STR
/POK/I
GT/P2/
D7 
How you 
have trained 
and built 
your body to 
become a 
Ranger…    V        V        60  66 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred 
because the 
translator kept 
“Ranger” in 
target language. 
 
Anda harus 
berlatih dan 
membentuk 
badan anda 
untuk 
menjadi 
Ranger. 
T5/STR
/POK/I
GT/P2/
D8 
All this I’ve 
come to 
understand 
and 
appreciate 
from the 
seven letters 
you’ve sent 
me. 
     V   V V          86  54 
The translator 
uses loss of 
meaning 
strategy. 
Condensation 
strategy 
occurred to 
signify the 
message. In 
addition, there is 
also omission 
for “appreciate” 
in target 
language. 
 
Dari ketujuh 
surat itu saya 
memahami 
kualifikasi 
anda. 
T5/STR
/POK/I
GT/P2/
D9 
I would like 
to meet you. 
   V                25  20 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Saya akan 
menemui 
anda. 
T5/STR
/POK/I
GT/P2/
D10 
I want to see 
for myself if 
you really are 
worthy of 
becoming a 
Ranger. 
     V   V V  V        71  67 
The translator 
uses loss of 
meaning 
strategy. 
Condensation 
and omission 
strategy taken 
 
Sampai 
jumpa saat 
anda layak 
menjadi 
Ranger. 
place in this 
translation. In 
addition there is 
also retention 
strategy for 
“Ranger” in 
target language. 
T5/STR
/POK/I
GT/P2/
D11 
I will be 
waiting for 
you in Fall 
City next 
Sunday. 
   V      V  V        51  46 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
taken place 
because the 
translator kept 
“Fall City” on 
target language. 
There is also 
omission 
strategy because 
the translator 
omitted “next 
Sunday”. 
 
Saya akan 
menunggu 
kedatangan 
anda di Fall 
City. 
T5/STR
/POK/I
GT/P2/
D12 
You’ll find 
enclosed a 
ticket for the 
ferry to Fall 
City and an 
official 
Pokémon 
Ranger 
uniform. 
     V    V          96  79 
The translator 
uses loss of 
meaning 
strategy. There 
is also omission 
strategy taken 
place in 
omitting “for the 
ferry”, and 
 
Anda akan 
mendapat 
seragam dan 
tiket ke Fall 
City yang 
terlampir. 
“official 
Pokémon 
Ranger”. 
T5/STR
/POK/I
GT/P2/
D13 
Wear it, and 
wait for me 
in the harbor. 
   V     V           39  33 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred in 
order to signify 
the message on 
target language. 
 
Kenakan, 
tunggu saya 
di pelabuhan. 
T5/STR
/POK/I
GT/P3/
D14 
With that 
uniform on, I 
won’t have 
any trouble 
spotting you. 
   V     V           60  47 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy applied 
in signifying the 
message on the 
target language. 
 Dengan 
mengenakan 
itu, saya tidak 
kesulitan 
menemui 
anda. 
T5/STR
/POK/I
GT/P3/
D15 
I look 
forward to 
seeing you. 
     V              29  29 
The translator 
uses 
compensation 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
 
Sampai 
berjumpa 
minggu 
depan. 
occurred in this 
translation. 
T5/STR
/POK/I
GT/P3/
D16 
Best regards, 
   V     V           13  6 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy applied 
in signifying the 
message on the 
target language. 
 
Salam, 
T5/STR
/POK/I
GT/P3/
D17 
Spenser 
 V          V        7  7 
The translator 
uses no 
translation 
strategy because 
this is a name of 
character in the 
video game. In 
addition, there is 
also retention 
strategy found 
in this 
translation. 
 
Spenser 
T5/STR
/POK/I
GT/P3/
D18 
Ringtown 
Ranger 
Leader 
   V        V        22  21 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred 
because the 
translator kept 
“Ringtown 
Ranger” in 
target language. 
 
Ketua Ranger 
Ringtown 
Group 
6 
(Trans
cript 6) 
T6/STR
/POK/I
GT/P1/
D1 
“Your desire 
to help 
people in 
need… 
   V      V          36  38 
The translator 
uses literal 
translation 
strategy. There 
is also omission 
strategy 
occurred 
because the 
translator 
omitted “in 
need…” 
 
“Semangatm
u untuk 
membantu 
orang lain… 
T6/STR
/POK/I
GT/P1/
D2 
You have the 
qualifications 
to become a 
Pokémon 
Ranger.” 
   V        V        56  58 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred in this 
translation 
because the 
translator kept 
“Pokémon 
Ranger” on the 
target text. 
 Anda memiliki 
kemampuan 
untuk 
menjadi     
Pokémon 
Ranger.” 
T6/STR
/POK/I
GT/P1/
D3 
<Invitation> 
   V         V       12  10 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy also 
occurred in this 
translation. 
 
<Undangan> 
T6/STR
/POK/I
GT/P2/
D4 
Your strong 
motivation to 
become a 
Pokémon 
Ranger… 
     V   V   V        50  48 
The translator 
uses loss of 
meaning 
strategy. 
Condensation 
strategy applied 
in the translation 
“your strong 
motivation” into 
“semangatmu” 
to signify the 
message and to 
deal with spatial 
concision on 
target text. 
Furthermore, 
retention 
strategy also 
found in this 
translation. 
 
Semangatmu 
untuk 
menjadi 
seorang 
Pokémon 
Ranger… 
T6/STR
/POK/I
GT/P2/
D5 
How you live 
in harmony 
with 
Pokémon and 
strive to 
protect nature 
everyday… 
     V   V   V        75  73 
The translator 
uses loss of 
meaning 
translation 
strategy. 
Condensation 
strategy also 
occurred on the 
beginning of the 
target text. In 
addition, 
retention 
strategy also 
occurred in this 
translation. 
 Keselarasan 
hidupmu 
dengan 
Pokémon dan 
berjuang 
menjaga alam 
setiap hari… 
T6/STR
/POK/I
GT/P2/
D6 
How you 
selflessly go 
to the help of 
those in 
need… 
     V   V           51  50 
The translator 
uses loss of 
meaning 
translation 
strategy. 
Condensation 
strategy 
occurred to 
signify the 
message on the 
target text. 
 Keikhlasanm
u menolong 
orang lain 
yang 
membutuhka
n. 
T6/STR
/POK/I
GT/P2/
D7 
How you 
have trained 
and built 
your body to 
become a 
Ranger… 
   V     V           60  56 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy 
occurred on 
translating “built 
your body” into 
“berjuang” on 
target language. 
 Kamu telah 
berlatih dan 
berjuang 
menjadi 
seorang 
Ranger… 
T6/STR
/POK/I
GT/P2/
D8 
All this I’ve 
come to 
understand 
and 
appreciate 
from the 
seven letters 
you’ve sent 
me. 
   V                86  85 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Sejauh ini 
aku datang 
untuk 
mengerti dan 
memahami 
tujuh surat 
yang anda 
kirim padaku. 
T6/STR
/POK/I
GT/P2/
D9 
I would like 
to meet you. 
   V                25  23 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Aku ingin 
menemui 
kamu. 
T6/STR
/POK/I
GT/P2/
D10 
I want to see 
for myself if 
you really are 
worthy of 
becoming a 
Ranger. 
   V     V   V        71  62 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy 
occurred to 
signify the 
message on the 
target text. 
Furthermore, 
there is also 
retention for 
“Ranger” on 
target language. 
 Aku ingin 
mengetahui 
apakah kamu 
layak 
menjadi 
seorang 
Ranger. 
T6/STR
/POK/I
GT/P2/
D11 
I will be 
waiting for 
you in Fall 
City next 
Sunday. 
   V        V        51  51 
The translator 
uses literal 
translation 
strategy. 
Retention 
 
Aku akan 
menunggu 
dirimu di Fall 
City minggu 
depan. 
strategy 
occurred 
because the 
translator kept 
“Fall City” on 
the target text. 
T6/STR
/POK/I
GT/P2/
D12 
You’ll find 
enclosed a 
ticket for the 
ferry to Fall 
City and an 
official 
Pokémon 
Ranger 
uniform. 
     V      V        96  99 
The translator 
uses loss of 
meaning 
strategy. There 
is also retention 
strategy for 
“Fall City” and 
“Pokémon 
Ranger” 
 Terlampir selembar 
tiket masuk 
kapal yang 
menuju ke 
Fall City 
beserta 
seragam 
resmi 
Pokémon 
Ranger. 
T6/STR
/POK/I
GT/P2/
D13 
Wear it, and 
wait for me 
in the harbor. 
   V                39  37 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Kenakanlah 
dan tunggu 
aku di 
dermaga. 
T6/STR
/POK/I
GT/P2/
D14 
With that 
uniform on, I 
won’t have 
any trouble 
spotting you. 
   V          V      60  54 
The translator 
uses literal 
translation 
strategy. 
Violation 
strategy 
occurred 
because the 
translator 
translate “I 
won’t have…” 
into “aku akan 
mudah…” 
 Dengan 
memakai 
seragam itu, 
aku akan 
mudah 
mengenalmu. 
T6/STR
/POK/I
GT/P3/
D15 
I look 
forward to 
seeing you. 
   V                29  29 
The translator 
uses literal 
translation. 
Additionally, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
 Aku 
menunggumu 
untuk 
bertemu. 
T6/STR
/POK/I
GT/P3/
D16 
Best regards, 
   V                13  13 
The translator 
uses literal 
translation. 
Additionally, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
 
Salam 
hangat, 
T6/STR
/POK/I
GT/P3/
D17 
Spenser 
 V                  7  7 
The translator 
uses literal 
translation. 
Retention 
strategy 
occurred 
because the 
translator kept 
the proper name 
on the target 
language. 
 
Spenser 
T6/STR
/POK/I
GT/P3/
D18 
Ringtown 
Ranger 
Leader 
   V        V        22  21 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred 
because the 
translator kept 
“Ringtown 
Ranger” in 
target language. 
“Mediation” 
 
Ketua Ranger 
Ringtown 
Group 
7 
(Trans
cript 7) 
T7/STR
/POK/I
GT/P1/
D1 
“Your desire 
to help 
people in 
need… 
     V   V           36  38 
The translator 
uses loss of 
meaning 
strategy. 
Condensation 
strategy 
occurred to 
dignify the 
message in 
target language. 
 
“Semangatm
u untuk 
membantu 
orang lain… 
T7/STR
/POK/I
GT/P1/
D2 
You have the 
qualifications 
to become a 
Pokémon 
Ranger.” 
   V     V   V        56  52 
The translator 
uses literal 
translation. 
Condensation 
strategy 
occurred to 
signify the 
meaning from 
“qualificaitons” 
into “layak”. In 
addition there 
was also 
retention in the 
proper name 
“Pokémon 
Ranger.” 
 
Kamu layak 
untuk 
menjadi 
seorang    
Pokémon 
Ranger.” 
T7/STR
/POK/I
GT/P2/
D3 
<Invitation> 
   V         V       12  10 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy also 
occurred in this 
translation. 
 
<Undangan> 
T7/STR
/POK/I
GT/P2/
D4 
Your strong 
motivation to 
become a 
Pokémon 
Ranger… 
   V     V   V        50  48 
The translator 
uses literal 
translation 
strategy. There 
is also 
condensation 
and retention 
strategy 
occurred 
because the 
translator kept 
“Pokémon 
 
Semangatmu 
untuk 
menjadi 
seorang 
Pokémon 
Ranger… 
Ranger” on 
target language. 
T7/STR
/POK/I
GT/P2/
D5 
How you live 
in harmony 
with 
Pokémon and 
strive to 
protect nature 
everyday… 
     V   V   V        75  70 
The translator 
uses loss of 
meaning 
translation 
strategy. 
Condensation 
occurred to 
signify the 
message without 
losing the 
meaning. In 
addition there is 
also retention 
strategy 
occurred in this 
translation. 
 Keharmonisa
n hidupmu 
dengan 
Pokémon 
dalam 
melindungi 
alam setiap 
hari… 
T7/STR
/POK/I
GT/P2/
D6 
How you 
selflessly go 
to the help of 
those in 
need… 
V        V           51  40 
The translator 
uses 
domestication 
strategy. 
Condensation 
strategy 
occurred in 
order to signify 
the message on 
the target 
language. 
 Sifatmu yang 
suka 
menolong 
tanpa 
pamrih… 
T7/STR
/POK/I
GT/P2/
D7 
How you 
have trained 
and built 
your body to 
become a 
Ranger… 
     V    V          60  54 
The translator 
uses loss of 
meaning 
translation 
strategy. 
Omission 
strategy 
occurred on 
“built your 
body” because 
“trained” was 
represent “built 
your body” 
itself. 
 
Kamu yang 
telah berlatih 
untuk 
menjadi 
seorang 
Ranger… 
T7/STR
/POK/I
GT/P2/
D8 
All this I’ve 
come to 
understand 
and 
appreciate 
from the 
seven letters 
you’ve sent 
me.    V                86  85 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Aku telah 
mengerti dan 
memahami 
niat baikmu 
dari ketujuh 
surat yang 
kau kirim 
padaku. 
T7/STR
/POK/I
GT/P2/
D9 
I would like 
to meet you. 
   V                25  20 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
 
Aku ingin 
menemuimu. 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
T7/STR
/POK/I
GT/P2/
D10 
I want to see 
for myself if 
you really are 
worthy of 
becoming a 
Ranger. 
   V        V        71  64 
The translator 
uses literal 
translation 
strategy. 
Additionally, 
there is also 
retention for 
“Ranger” on 
target language. 
 Aku ingin 
memastikan 
sendiri 
kelayakanmu 
sebagai 
Pokemon 
Ranger. 
T7/STR
/POK/I
GT/P2/
D11 
I will be 
waiting for 
you in Fall 
City next 
Sunday. 
   V        V        51  49 
The translator 
uses literal 
translation 
strategy. In 
addition, there is 
retention 
strategy for 
“Ranger” on 
target language. 
 Aku tunggu 
kehadiranmu 
besok 
Minggu di 
Fall City. 
T7/STR
/POK/I
GT/P2/
D12 
You’ll find 
enclosed a 
ticket for the 
ferry to Fall 
City and an 
official 
Pokémon 
     V   V   V        96  77 
The translator 
uses loss of 
meaning 
translation 
strategy. 
Condensation 
strategy 
 
Ranger 
uniform. 
occurred to 
signify the 
meaning on the 
target language. 
Moreover, there 
is also retention 
strategy for 
“Fall City” and 
“Pokemon 
Ranger”. 
Terlampir 
tiket kapal 
feri tujuan 
Fall City dan 
seragam 
resmi 
Pokemon 
Ranger. 
T7/STR
/POK/I
GT/P3/
D13 
Wear it, and 
wait for me 
in the harbor. 
   V        V        39  35 
The translator 
uses literal 
translation 
strategy. 
Additionally, 
there is also 
retention for 
“Ranger” on 
target language. 
 
Pakailah dan 
tunggu aku di 
dermaga. 
T7/STR
/POK/I
GT/P3/
D14 
With that 
uniform on, I 
won’t have 
any trouble 
spotting you. 
   V          V      60  46 
The translator 
uses literal 
translation 
strategy. 
Violation 
strategy 
occurred 
because the 
translator 
translates “I 
won’t have …” 
into “aku akan 
mudah…”. 
 Dengan 
seragam itu 
aku akan 
mudah 
menemukan
mu. 
T7/STR
/POK/I
GT/P3/
D15 
I look 
forward to 
seeing you. 
   V                29  29 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 Aku 
menantikan 
pertemuan 
ini. 
T7/STR
/POK/I
GT/P3/
D16 
Best regards, 
   V                13  13 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Salam 
hangat, 
T7/STR
/POK/I
GT/P3/
D17 
Spenser 
 V          V        7  7 
The translator 
uses no 
translation 
strategy because 
it is a name of 
character. 
Retention 
strategy also 
occurred in this 
translation. 
 
Spenser 
T7/STR
/POK/I
GT/P3/
D18 
Ringtown 
Ranger 
Leader 
   V        V        22  21 
The translator 
uses literal 
translation 
strategy. 
Retention 
 
Ketua Ranger 
Ringtown 
strategy also 
occurred 
because the 
translator kept 
“Ringtown 
Ranger” in 
target language. 
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PURUNOMO 
T1/STR
/SAT/I
GT/P3/
D1 
A self-
proclaimed 
‘His 
Handsomene
ss’. 
   V         V       37  36 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy 
occurred in the 
translation 
“handsomeness” 
into “ganteng” 
which has the 
same meaning 
in target 
language. 
 
Mengklaim 
dirinya 
sendiri 
‘ganteng’. 
T1/STR
/SAT/I
GT/P3/
D2 
The extent of 
his 
narcissism is 
beyond 
comprehensi
on.    V     V           53  34 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy 
occurred in 
order to signify 
the message on 
the target 
language. 
 
Tingkat 
narsisnya 
melebihi 
apapun. 
T1/STR
/SAT/I
GT/P3/
D3 
He is weak 
before sad 
songs and 
women. Meh. 
   V         V       43  49 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy 
occurred in 
translating 
“Meh” into 
“Huh” which 
has the same 
meaning 
expression. 
 
Dia lemah di 
hadapan 
musik sedih 
dan wanita. 
Huh. 
T1/STR
/SAT/I
GT/P3/
D4 
Purunomo! 
 V          V        9  9 
The translator 
uses no 
translation 
strategy because 
it is a name of 
character in the 
video game. 
Retention 
strategy also 
occurred in this 
translation 
because the 
translator kept 
the proper name 
on the source 
language. 
 
Purunomo! 
T1/STR
/SAT/I
GT/P3/
D5 
(yawns) 
Who might it 
be valiant 
enough to 
disturb my 
sleep? 
   V     V           58  40 
The translator 
uses no 
translation 
Condensation 
strategy. 
Condensation 
 
(Nguap) 
Siapa yang 
berani 
ganggu 
tidurku? 
strategy 
occurred to 
signify the 
message on the 
target language. 
T1/STR
/SAT/I
GT/P4/
D6 
It’s me, 
Master Hurt! 
Get yourself 
ready to face 
the final test 
to become a 
full pledged 
ninja! 
V       V            95  85 
The translator 
uses 
domestication 
strategy because 
“final test” 
translated into 
“Ujian Akhir 
Ninja” on the 
target language. 
It is also shows 
abbreviation 
strategy from 
“final test” into 
UAN”. 
 Gue Master 
Hurt! Sana, 
siap-siap buat 
UAN Ujian 
Akhir Ninja 
biar 
dianggap 
ninja sejati 
T1/STR
/SAT/I
GT/P4/
D7 
You will 
have to fight 
the falling 
enemies 
attempting to 
infiltrate our 
ground! 
 V                  79  - 
The translator 
uses no 
translation, this 
string is 
unintentionally 
have not 
translated because 
the word/ context 
is hard to 
understand. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
 
- 
occurred in this 
translation. 
T1/STR
/SAT/I
GT/P4/
D8 
(yawns) 
He-Ninja or 
She-Ninja? 
   V                29  30 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
 (Nguap) 
Ninja cowok 
atau cewek? 
T1/STR
/SAT/I
GT/P4/
D9 
Dammit! 
Why should 
you care 
about it? Man 
or woman, 
slash them! 
V        V V          63  59 
The translator 
uses 
domestication 
strategy known 
for the 
translation 
“Dammit!” into 
Ya ampun”, and 
“slash them” 
into “sikat 
habis”. 
Omission 
strategy also can 
be found 
because 
“Dammit!” does 
not translated on 
the target 
language. 
Moreover, 
condensation 
strategy also 
occurred in 
order to signify 
the message. 
 
Ya ampun, 
gak usah 
mikirin 
cowok atau 
cewek, sikat 
habis!!! 
T1/STR
/SAT/I
GT/P4/
D10 
Sorry. I will 
never hurt a 
woman. I’d 
better sleep. 
   V     V           51  46 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred in 
order to signify 
the message. 
 Aku ga pernah 
nyakitin 
cewek, 
mendingan 
tidur. 
T1/STR
/SAT/I
GT/P4/
D11 
Sleep more 
and I’ll slap 
you! 
     V   V           29  20 
The translator 
uses loss of 
meaning 
strategy because 
“I’ll slap you” 
on the source 
text means hurt 
will do 
something to 
Purunomo, but 
in target text 
become “awas 
lo” which means 
just a warning. 
Condensation 
strategy also 
occurred in 
order to signify 
the message. 
 
Tidur lagi, 
awas lo! 
T1/STR
/SAT/I
GT/P4/
D12 
Whatever.    V                9  9 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
 
Terserah. 
or non-diegetic 
strategy. 
T1/STR
/SAT/I
GT/P4/
D13 
Whatever 
your head! 
V            V       19  19 
The translator 
uses 
domestication 
strategy because 
it is contain 
humor. 
Mediation 
strategy also 
occurred 
because the 
target text has 
the same 
meaning to 
express anger. 
 
Heh 
ngelunjak 
lagi. 
T1/STR
/SAT/I
GT/P4/
D14 
My head? It’s 
a genius’ 
head. 
   V         V       29  28 
The translator 
uses literal 
translation. 
Mediation 
strategy also 
occurred in 
translating 
“genius’ head” 
into “pinter” 
because it has 
the same 
meaning. 
 
Biarin, yang 
penting 
pinter. 
T1/STR
/SAT/I
GT/P4/
D15 
Genius’ head 
your eyes! 
V             V      23  17 
The translator 
uses 
domestication 
strategy because 
it is contain 
humor. 
Violation 
Condensation 
strategy 
occurred 
because the 
meaning is 
totally different 
from SL to TL. 
 
Pinter dari 
mana? 
T1/STR
/SAT/I
GT/P5/
D16 
My eyes are 
sharp before 
women and 
dull before 
men. 
     V   V           51  47 
The translator 
uses loss of 
meaning 
translation, 
because “sharp 
before women 
and dull before 
men” is 
translated to 
“lebih jeli kalo 
lihat cewek 
daripada 
cowok”. The 
translation less 
emphasized. 
Condensation 
strategy also 
taken place in 
this translation. 
 
Aku lebih jeli 
kalo lihat 
cewek 
daripada 
cowok. 
T1/STR
/SAT/I
Shut up!    V                8  14 
The translator 
uses literal 
GT/P5/
D17 
Bisa diem 
gak? 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy. 
 
T1/STR
/SAT/I
GT/P5/
D18 
Shut down. 
V             V      10  13 
The translator 
uses 
domestication 
strategy because 
it is contain 
humor. 
Violation 
strategy 
occurred 
because the 
meaning is 
totally different 
from SL to TL.  
 
Gak peduli!!! 
T1/STR
/SAT/I
GT/P5/
D19 
You won. 
That’s it. 
     V              19  35 
The translator 
uses 
compensation 
translation 
strategy, the 
target text is 
increasing in 
term of total 
character, it is 
also to express 
Hurt’s feeling. 
In addition, 
there was no 
diegetic or non-
diegetic 
strategy. 
 
Nah gitu 
dong. 
Menang ‘kan 
jadinya? 
T1/STR
/SAT/I
GT/P5/
D20 
(yawns) 
Did I win? 
That’s not 
even a 
question. 
   V     V           45  37 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
taken place in 
this translation 
in order to 
signify the 
message. 
 
(nguap) 
Menang nih? 
Eh, ga jadi 
nanya. 
T1/STR
/SAT/I
GT/P5/
D21 
Whatever. 
   V     V           9  7 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
taken place in 
this translation 
in order to 
signify the 
message. 
 
Taulah. 
T1/STR
/SAT/I
GT/P5/
D22 
Get back on 
your feet and 
restart it all 
over again! 
V                   52  57 
The translator 
uses 
domestication 
translation 
strategy, 
because it is use 
accent, 
definitely 
Betawi’s accent 
which is easily 
known from the 
target text. The 
meaning still 
transferred. In 
 
Elah balik 
lagi sono! 
menangin tuh 
kagak usah 
kalah lagi! 
addition, there 
was no diegetic 
or non-diegetic 
strategy. 
T1/STR
/SAT/I
GT/P5/
D23 
(yawns) 
   V     V           7  7 
The translator 
uses literal 
translation. 
Condensation 
strategy 
occurred in this 
translation 
because it 
should be 
“menguap” but 
it is only 
“nguap”. 
 
(nguap) 
Group 
2 
(Trans
cript 2) 
 
NURU 
T2/STR
/SAT/I
GT/P3/
D1 
The most 
religious of 
all. 
V            V       
26  33 
 
The translator 
uses 
domestication 
strategy. 
Mediation 
strategy also 
occurred in 
translating “the 
most religious” 
into “paling 
rajin 
sembahyang” 
which has the 
same meaning. 
 
Dia yang 
paling rajin 
sembahyang. 
T2/STR
/SAT/I
She preaches 
before she 
breaches. 
  V           V      33  38 
The translator 
uses 
transcreation  
GT/P3/
D2 
Dia selalu 
berfikir 
sebelum 
bertindak. 
 
strategy. 
Violation 
strategy also 
occurred 
because the 
translation is 
totally different 
from the SL. 
T2/STR
/SAT/I
GT/P3/
D3 
Her weapon, 
a book, 
highlights 
that. 
V            V       36  34 
The translator 
uses 
domestication 
strategy. 
Omission 
strategy taken 
place in 
omitting 
“highlights that” 
from the SL. 
There is also 
mediation 
strategy found 
in translating 
“her weapon” 
into “senjata 
pamungkasnya”. 
 
Senjata 
pamungkas 
nya adalah 
buku. 
T2/STR
/SAT/I
GT/P3/
D4 
So, read a 
book before 
she gets rid 
of you, 
villains!   V          V       
53  60 
 
The translator 
uses 
transcreation 
strategy. 
Mediation 
strategy also 
occurred in 
translating “read 
a book” into 
“persiapkan 
 
Jadi, 
persiapkan 
dirimu atau 
dia akan 
menghajarmu
, penjahat! 
dirimu” on 
target language. 
T2/STR
/SAT/I
GT/P3/
D5 
Nuru, please, 
do your final 
exam to 
legalize your 
status as a 
ninja. 
V         V  V V       
68  37 
 
The translator 
uses 
domestication 
strategy, 
because the 
translator is 
using “Lo” and 
“Halalin” which 
are domestic 
expression in 
target language. 
It is also shows 
that there are 
omission, 
retention, and 
mediation 
strategy 
occurred. 
 
 
Nuru, Buruan 
halalin status 
ninja lo! 
T2/STR
/SAT/I
GT/P3/
D6 
What should 
I do? It’s not 
against the 
religion, 
right?    V     V           
55  42 
 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy 
occurred to 
signify the 
message on the 
target language. 
 
Aku harus 
bagaimana? 
Gimana kalau 
berdosa? 
T2/STR
/SAT/I
GT/P4/
D7 
Of course 
not. You’ll 
only have to 
cross a street 
while 
   V         V       
137  90 
 
The translator 
uses literal 
translation 
strategy. 
Omission 
 
hundreds of 
weapons 
flying at you. 
I call this test 
Crossy 
Agony. Cool, 
isn’t it? 
strategy 
occurred on 
“you’ll only 
have to cross a 
street…” 
because it does 
not translated on 
TL. Mediation 
strategy also 
occurred in 
translating 
“Crossy Agony” 
into “tangkis 
penderitaan”. 
Enggalah. Lo 
cuma harus 
lewatin 
semua senjata 
aja. Namanya 
tangkis 
penderitaan, 
keren kan? 
T2/STR
/SAT/I
GT/P4/
D8 
Allow me to 
perform a 
prayer first to 
get a divine 
answer 
whether this 
test is sinful 
or not. 
V          V  V       
93  33 
 
The translator 
uses 
domestication 
strategy because 
“perform a 
prayer” 
translated into 
“istikhoroh”. It 
is also shows the 
use of mediation 
strategy in this 
translation. 
Furthermore, 
there is also 
omission for 
“…to get divine 
answer whether 
this test is sinful 
or not.” 
“Omission” 
 
Boleh aku 
Istikhoroh 
dulu master? 
T2/STR
/SAT/I
GT/P4/
D9 
It’s not 
sinful. I am 
sure of it. 
V        V           
33  25 
 
The translator 
uses 
domestication 
strategy because 
it uses Betawi’s 
accent. 
Condensation 
strategy also 
occurred in this 
translation. 
 
Ini ga dosa, 
beneran deh! 
T2/STR
/SAT/I
GT/P4/
D10 
I don’t know 
that you’re 
knowledgeab
le on religion, 
sir. 
   V         V       
56  39 
 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy also 
occurred in 
translating “sir” 
into master” 
which has the 
same meaning. 
 Aku tidak 
tahu anda 
paham 
agama, 
master 
T2/STR
/SAT/I
GT/P4/
D11 
I am. 
V                   
5  6 
 
The translator 
uses 
domestication 
because it is 
Hurt answer to 
Nuru statement, 
if it is translated 
literally it will 
does not match 
with the context. 
In addition, 
there was no 
diegetic or non-
diegetic strategy 
 
Tentu. 
occurred in this 
translation.  
T2/STR
/SAT/I
GT/P4/
D12 
Knowledgeab
le men will 
never say that 
they are 
knowledgeab
le. 
  V           V      
61  46 
 
The translator 
uses 
transcreation 
strategy to 
transfer the 
message through 
idiom. Violation 
Mediation 
strategy also 
occurred 
because the 
translation is 
totally different 
with the SL. 
 
Seperti padi, 
semakin 
berisi 
semakin 
merunduk. 
T2/STR
/SAT/I
GT/P4/
D13 
... 
 V         V         
3  3 
 
The translator 
uses no 
translation, it is 
not necessary to 
change. 
Symbolization 
strategy also 
taken place in 
this translation 
because it is 
mean “silent” or 
“flat” 
expression. 
 
... 
T2/STR
/SAT/I
GT/P4/
D14 
Sir, are you 
still there? 
Sir? 
   V         V       
30  32 
 
The translator 
uses literal 
translation 
strategy. 
Mediation 
 
Master,kau 
masih 
disana? 
master? 
strategy also 
occurred in 
translating “sir” 
into master” 
which has the 
same meaning. 
T2/STR
/SAT/I
GT/P4/
D15 
Wonderful! 
Wonderful! 
Wonderful! 
   V         V       
32  20 
 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy also 
taken place in 
this translation. 
 Hebat! 
Hebat! 
Hebat! 
T2/STR
/SAT/I
GT/P4/
D16 
Praise be to 
God for this 
life is full of 
wonder. 
V            V       
49  47 
 
The translator 
uses 
domestication 
strategy, 
because 
“Alhamdulillah” 
is more general 
in target 
language. It is 
also shows that 
there is also 
mediation 
strategy 
occurred in this 
translation. 
 
Alhamdulilla
h hidup ini 
penuh dengan 
keajaiban. 
T2/STR
/SAT/I
GT/P4/
D17 
What’s 
wrong, Nuru? 
You failed! 
V           V        
31  27 
 
The translator 
uses 
domestication 
strategy because 
it is using 
 
Lu kenape, 
Nuru? Lu 
gagal?! 
Betawi’s accent. 
There is also 
retention 
strategy because 
the translator 
kept the proper 
name on TL. 
“Mediation” 
 
T2/STR
/SAT/I
GT/P4/
D18 
This failure is 
the indication 
that this test 
didn’t receive 
God’s 
blessings! 
V         V   V       
77  53 
 
The translator 
uses 
domestication 
strategy, 
“diridhoi” is 
domestic 
translation in 
target language. 
It is also shows 
the use of 
mediation 
strategy in this 
translation. 
Moreover, there 
is also omission 
for “this 
failure”. 
 
Kayaknya ini 
pertanda tes 
nya ga 
diridhoi sama 
Tuhan. 
T2/STR
/SAT/I
GT/P5/
D19 
Then, pray 
harder! 
   V                
18  33 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Makanye 
kalo berdo’a 
yang serius! 
YUSUSUTIN 
T2/STR
/SAT/I
GT/P5/
D20 
Bon apetite 
ninja. 
  V          V       
18  11 
 
The translator 
uses  
transcreation 
strategy, if 
translator 
translate it 
literally it will 
be “selamat 
makan ninja” it 
will lose the 
meaning. It is 
also shows the 
use of mediation 
strategy in this 
translation. 
 
 
Ninja koki. 
T2/STR
/SAT/I
GT/P5/
D21 
Fast food 
makes fast 
feet! 
   V                
26  29 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Makan cepat 
bikin lari 
cepat! 
T2/STR
/SAT/I
GT/P5/
D22 
Never take 
her easy or 
you’ll taste 
her infamous 
weapon, the 
Sushiriken! 
   V        V        
72  82 
 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred in this 
translation 
because the 
 
Jangan 
pernah 
anggap dia 
enteng atau 
kamu bakal 
kena jurus 
andalannya, 
Sushiriken! 
translator kept 
proper name on 
the TL. 
T2/STR
/SAT/I
GT/P5/
D23 
Eat that, 
punks! 
   V                
16  24 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Makan itu, 
anak jalanan! 
T2/STR
/SAT/I
GT/P5/
D24 
Yususutin, 
stock you 
with a ration 
of delicacy 
since you 
will embark 
into the final 
test. It’s 
Bouncer! 
Test your 
bouncing 
skill here! 
   V        V        
134  143 
 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred on the 
proper name.  
 
Yusustin, 
persiapkan 
diri lo dengan 
resep 
kelezatan dari 
awal sampai 
tes akhir 
nanti. Ini 
adalah 
memantul! 
Cobain 
kemampuan 
memantul lo 
disini! 
T2/STR
/SAT/I
GT/P5/
D25 
Hurray! 
Finally! One 
step closer to 
say goodbye 
to ninja 
apprentice 
status! I need 
to update this 
status to my 
socmed! 
Along with 
my new 
recipe! 
   V                
144  141 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
 Hore! 
Akhirnya! 
Selangkah 
lagi aku bisa 
lepas dari 
status ninja 
magang! aku 
harus update 
status dulu 
nih di 
sosmed! 
Sesuai sama 
resep baruku! 
T2/STR
/SAT/I
GT/P5/
D26 
What should 
I call my new 
recipe? The 
name should 
be in line 
   V                
93  107 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
 
with this final 
test. Let’s 
see. 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
Enaknya aku 
kasih nama 
apa ya resep 
baru ini? 
Pokoknya 
namanya 
harus sama 
kayak ujian 
akhir ini. 
Coba liat. 
T2/STR
/SAT/I
GT/P5/
D27 
What about 
‘Bouncing 
Bouncing 
Doughnut’! 
That sounds 
cool!    V                
58  48 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
 
Gimana kalo 
donat mantul 
mantul! 
Keren juga 
tuh! 
T2/STR
/SAT/I
GT/P5/
D28 
Yusu... 
 V          V        7  7 
The translator 
uses no 
translation 
strategy because 
it is not 
necessary to 
change. It is also 
shows the use of 
retention 
 
Yusu... 
strategy for the 
proper name. 
T2/STR
/SAT/I
GT/P6/
D29 
Wait. No. 
The name 
doesn’t sound 
marketable. 
What about 
‘Bouncies’? 
No. That’s 
weird. 
Arrghh! It’s 
hard to get a 
name for my 
new recipe. 
V                   136  136 
The translator 
uses 
domestication 
strategy because 
it is use some 
Betawi’s accent 
like “duh”, 
“kayanya ga 
menjual deh”. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 Tunggu, 
jangan. 
Kayaknya 
namanya ga 
menjual deh. 
Gimana kalo 
‘mantul'? 
jangan. Itu 
aneh! Duh! 
Susah banget 
nyari nama 
buat resep 
baruku. 
T2/STR
/SAT/I
GT/P6/
D30 
Wait! ‘Final 
Doughnut’! 
That sounds 
tough! No! 
Big no! 
   V                
54  65 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
 
Bentar! 
‘Donat 
Akhir'! 
kayaknya ga 
enak deh! 
Jangan! Salah 
besar! 
occurred in this 
translation. 
T2/STR
/SAT/I
GT/P6/
D31 
The target 
market for 
the 
doughnuts is 
kids! ‘Final 
Doughnut’ 
sounds to be 
hoodlum-
related. That 
will leave my 
doughnut a 
bad name!    V     V           
131  
109 
 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred in this 
translation to 
signify the 
message. 
 
Yang beli 
donatku tuh 
anak-anak! 
‘Donat 
Akhir'jadi 
kayak nama 
penjahat. 
Nanti pasti 
bikin jelek 
nama 
donatku! 
T2/STR
/SAT/I
GT/P6/
D32 
Aargh! What 
should I do?! 
V        V    V       
25  23 
 
The translator 
uses 
domestication 
because 
“Aargh” 
translated to 
“Duh”. It is also 
shows the use of 
mediation 
strategy to 
transfer the 
message of 
annoyed 
expression in 
TL. 
Condensation 
strategy also 
occurred in this 
translation. 
 
Duh! Aku 
harus 
gimana?! 
T2/STR
/SAT/I
GT/P6/
D33 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy because 
it is not 
necessary to 
change. 
Symbolization 
also occurred in 
this translation 
to express the 
“flat” 
expression. 
 
 
... 
T2/STR
/SAT/I
GT/P6/
D34 
Congratz, 
Yusu! 
You’ve 
proven 
yourself that 
a chef and a 
ninja could 
mix! V           V        
73  70 
 
The translator 
uses 
domestication 
strategy because 
using Betawi’s 
accent like “ye”, 
“lo”, “bise” in 
the target text. 
There is also 
retention 
strategy 
occurred for the 
proper name in 
this translation. 
“Mediation” 
 
Selamat ye, 
Yusu! Lo 
udah buktiin 
kalo koki 
sama ninja 
bise jadi satu! 
T2/STR
/SAT/I
GT/P6/
D35 
Don’t 
congratz me, 
master! I still 
couldn’t get a 
name for my 
new 
doughnut 
recipe! 
   V     V           
82  77 
 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred to 
signify the 
message in this 
translation. 
 
Jangan bilang 
gitu dulu , 
master! Aku 
masih ga bisa 
ngasih nama 
donat baruku! 
T2/STR
/SAT/I
GT/P6/
D36 
... 
 V         V         
3  3 
 
The translator 
uses no 
translation 
strategy because 
it is not 
necessary to 
change. 
Symbolization 
also occurred in 
this translation 
to express the 
“flat” 
expression. 
 
... 
T2/STR
/SAT/I
GT/P6/
D37 
Check your 
cholesterol! 
You’re too 
slow! You 
failed! 
   V                
52  49 
 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
 
Makanye cek 
kolestrol! Lo 
jadi lambat! 
Gagal deh! 
T2/STR
/SAT/I
GT/P6/
D38 
Don’t ask me 
to check my 
cholesterol, 
master! I still 
couldn’t get a 
name for my 
new 
doughnut 
recipe! 
   V     V           
101  80 
 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
taken place in 
this translation 
to signify the 
message on TL. 
“Mediation” 
 
Jangan tanya 
soal 
kolestrol, 
master! Aku 
masih ga bisa 
ngasih nama 
donat baruku! 
T2/STR
/SAT/I
GT/P7/
D39 
... 
 V         V         
3  3 
 
The translator 
uses no 
translation 
strategy because 
it is not 
necessary to 
change. 
Symbolization 
also occurred in 
this translation 
to express the 
“flat” 
expression. 
 
... 
Group 
3 
(Trans
cript 3) 
 
ZAINARU 
T3/STR
/SAT/I
GT/P3/
D1 
He is an 
effective and 
efficient 
ninja. 
   V                39  40 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 Dia adalah 
ninja yang 
patuh dan 
berguna. 
T3/STR
/SAT/I
GT/P3/
D2 
That’s all 
(effective and 
efficent, 
right?) 
   V                43  41 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
 
Ya itu saja 
(patuh dan 
berguna, apa 
iya?) 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
T3/STR
/SAT/I
GT/P3/
D3 
Zainaru! 
 V          V        8  8 
The translator 
uses no 
translation 
strategy, because 
it is name of 
character in this 
video game. It is 
also shows the 
use of retention 
strategy on the 
proper name. 
 
Zainaru! 
T3/STR
/SAT/I
GT/P3/
D4 
Sir, yes, sir! 
   V     V           14  6 
The translator 
uses literal 
translation 
strategy, because 
this is an 
expression which 
is used in 
military, also 
translator attempt 
to build the 
character of 
Zainaru which is 
rigid and 
awkward. 
Condensation 
strategy also 
occurred in this 
translation. 
“Omission” 
 
Siap!! 
T3/STR
/SAT/I
GT/P3/
D5 
This is your 
last test. Do it 
well! 
V       V            35  24 
The translator 
uses 
domestication 
strategy, UAN is 
domestication 
form of “last 
test”. It is also 
shows the use of 
abbreviation 
strategy from 
“last test” into 
“UAN” which 
means Ujian 
Akhir Ninja. 
 
Ini UAN lo, 
kerjain hlo! 
T3/STR
/SAT/I
GT/P3/
D6 
Sir, yes, sir! 
   V     V           14  6 
The translator 
uses literal 
translation 
strategy, because 
this is an 
expression which 
is used in 
military, also 
translator attempt 
to build the 
character of 
Zainaru which is 
rigid and 
awkward. 
Condensation 
strategy also 
occurred in this 
translation. 
“Omission” and 
“Mediation” 
 
Siap!! 
T3/STR
/SAT/I
GT/P4/
D7 
Question? V                   9  31 
The translator 
uses 
domestication 
strategy because 
 
Lo gak mo 
nanya apaa 
gituu ...? 
there is Betawi’s 
accent on TL. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
T3/STR
/SAT/I
GT/P4/
D8 
Sir, yes, sir! 
   V     V           14  6 
The translator 
uses literal 
translation 
strategy, because 
this is an 
expression which 
is used in 
military, also 
translator attempt 
to build the 
character of 
Zainaru which is 
rigid and 
awkward. 
Condensation 
strategy also 
occurred in this 
translation. 
“Omission” and 
“Mediation” 
 
Siap!! 
T3/STR
/SAT/I
GT/P4/
D9 
What is it? 
V                   11  21 
The translator 
uses 
domestication 
strategy because 
ther is Betawi’s 
accent. In 
addition, there 
was no diegetic 
or non-diegetic 
 
Cepatan lo 
ngomong!!! 
strategy 
occurred in this 
translation. 
T3/STR
/SAT/I
GT/P4/
D10 
What test is 
it, sir? 
   V      V          21  20 
The translator 
uses literal 
translation 
strategy. In 
addition, there is 
also omission 
strategy 
occurred in 
omitting “sir” 
on target 
language. 
 
Anu...Ujian 
apa itu? 
T3/STR
/SAT/I
GT/P4/
D11 
Hill Jump! 
You jump 
over hills! 
Perfect 
timing is 
everything! 
    V         V      61  64 
The translator 
uses loyalty 
translation 
strategy, the 
target text was 
inspired from 
Ninja Hatori’s 
soundtrack with 
little bit 
alteration in the 
lyric. Violation 
strategy also 
occurred on the 
translation “hill 
jump! You jump 
over hills!” into 
“lewati lembah! 
Tapi gak perlu 
mendaki 
gunung”. 
 
Lewati 
lembah! Tapi 
gak perlu 
mendaki 
gunung, 
harus tepat 
waktu! 
T3/STR
/SAT/I
GT/P4/
D12 
Sir, yes, sir! 
   V     V           14  9 
The translator 
uses literal 
translation 
strategy, because 
this is an 
expression which 
is used in 
military, also 
translator attempt 
to build the 
character of 
Zainaru which is 
rigid and 
awkward. 
Condensation 
strategy also 
occurred in this 
translation. 
 
Siap Pak! 
T3/STR
/SAT/I
GT/P4/
D13 
Good, 
Zainaru! 
V             V      14  6 
The translator 
uses 
domestication 
strategy. 
Violation 
strategy also 
occurred in this 
translation 
because the 
meaning is 
totally different 
with source 
language to deal 
with spatial 
concision. 
“Omission” 
 
Cocok! 
T3/STR
/SAT/I
GT/P4/
D14 
Magnificent 
job, Zainaru! 
V         V          25  40 
The translator 
uses 
domestication 
strategy. There 
is addition 
“Yihaa!” it is 
just to make a 
humor sense. 
Omission 
strategy 
occurred on the 
proper name on 
this translation. 
 Wih, keren 
banget. Lo 
menang tau. 
Yihaa! 
T3/STR
/SAT/I
GT/P4/
D15 
Sir, yes, sir! 
   V     V           14  10 
The translator 
uses literal 
translation 
strategy, because 
this is an 
expression which 
is used in 
military, also 
translator attempt 
to build the 
character of 
Zainaru which is 
rigid and 
awkward. 
Condensation 
strategy also 
occurred in this 
translation. 
 
Siap, Pak! 
T3/STR
/SAT/I
GT/P4/
D16 
Retry it!     V               9  25 
The translator 
uses 
compensation 
strategy because 
there is more 
characters on 
 
Aduh... 
ulangi lagi 
dong. 
target language. 
In addition, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation.  
T3/STR
/SAT/I
GT/P4/
D17 
Sir, yes, sir! 
Retry to fail? 
   V                29  36 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 Siap pak!! Eh 
ulangi biar 
kalah pak? 
T3/STR
/SAT/I
GT/P4/
D18 
No, Zainaru, 
No! 
   V     V           16  17 
The translator 
uses literal 
translation, the 
use of uppercase 
font does not 
affect the 
context meaning 
and total 
character, it is to 
express Hurt’s 
anger with 
Zainaru. 
Abbreviation 
strategy 
occurred on the 
proper name 
“Zainaru” into 
“Zai”. 
 
BUKAN ZAI 
BUKAAAN 
T3/STR
/SAT/I
GT/P5/
D19 
Sir, yes, sir! 
   V     V           14  10 
The translator 
uses literal 
translation 
strategy, because 
this is an 
expression which 
is used in 
military, also 
translator attempt 
to build the 
character of 
Zainaru which is 
rigid and 
awkward. 
Condensation 
strategy also 
occurred in this 
translation. 
 
Siap pak!! 
T3/STR
/SAT/I
GT/P5/
D20 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy because 
it is not 
necessary to 
change. 
Symbolization 
also occurred in 
this translation 
to express the 
“flat” 
expression. 
 
... 
NUNANO’O 
T3/STR
/SAT/I
GT/P5/
D21 
A fashion 
ninja. 
    V               16  27 
The translator 
uses 
compensation 
strategy, 
“fashion ninja” 
translated to 
“hitz dan gaul” 
is a 
compensation to 
describe the 
character of 
Nunano’o. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Ninja paling 
hitz dan gaul. 
T3/STR
/SAT/I
GT/P5/
D22 
For her, what 
you wear 
should be in 
line with 
what you 
war. 
   V     V           59  72 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred to 
signify the 
message on the 
target language. 
 Apa yang 
dipakai harus 
sesuai dengan 
jenis 
pertempuran 
yang 
dihadapinya. 
T3/STR
/SAT/I
GT/P5/
D23 
‘Live 
Reasonably, 
Die 
Fashionably’ 
   V                34  32 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
 
“Hidup 
bahagia, Mati 
tetap gaya” 
T3/STR
/SAT/I
GT/P5/
D24 
That’s her 
clothing 
shop’s motto! 
   V        V        22  33 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred in this 
translation 
because the 
translator does 
not translated 
“motto” in 
target language. 
 Ya ... Itulah 
motto toko 
bajunya. 
T3/STR
/SAT/I
GT/P5/
D25 
Nunano’o! 
Did you 
read? 
   V    V            23  22 
The translator 
uses literal 
translation 
strategy. In 
addition, there is 
also 
abbreviation 
strategy for the 
proper name 
“Nunano’o” into 
“Nuna” in the 
target language. 
 
Lagi baca 
apaan, Nuna? 
T3/STR
/SAT/I
GT/P5/
D26 
Ah, Master 
Hurt! Long 
time no see! 
How’s 
everything? 
   V        V        52  55 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred in this 
translation on 
the proper name. 
 Ah, Master 
Hurt! Lama 
ya nggak 
ketemu! 
gimana 
kabarnya? 
T3/STR
/SAT/I
GT/P5/
D27 
Oh, good as 
always. I 
wanna... 
   V      V          30  28 
The translator 
uses literal 
translation 
strategy. 
Omission 
strategy 
occurred 
because the 
translator does 
not translated 
“as always” on 
the target 
language. 
 
Ya baik 
dong.. eh gue 
mau... 
T3/STR
/SAT/I
GT/P6/
D28 
Halt! I knew 
what you 
were gonna 
say. You 
want me to 
design a 
grandeur garb 
for you! 
Right? Right? 
    V         V      98  96 
The translator 
uses loyalty 
strategy, “Betul” 
repeated three 
times in the 
target text is 
inspired from 
Upin and Ipin’s 
words. It is also 
to build humor 
sense. Violation 
“Mediation” 
 
Stop! gue tau 
apa yang mau 
lo omongin. 
Lo pasti mau 
gue buatin 
pakaian kan? 
Betul? betul? 
Betul? 
strategy also 
occurred on the 
translation 
“grandeur garb” 
into “pakaian” 
which make less 
of meaning. 
T3/STR
/SAT/I
GT/P6/
D29 
Err well, 
actually... 
   V         V       21  24 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy also 
occurred on 
translation “err 
well” into 
“Anu” which 
has the same 
meaning. 
 
Anu, 
sebenernya 
gini ... 
T3/STR
/SAT/I
GT/P6/
D30 
Well, your 
name is 
‘Hurt’. Pain, 
injury, and 
agony are all 
that defines 
you! So, in 
my opinion, 
you must 
wear 
‘Vagrant 
Ninja’ theme. 
V           V        
132  
160 
The translator 
uses 
domestication 
strategy. 
“ckckck” is an 
expression of 
pity form 
Nunanoo to 
Hurt, and then 
“Vagrant Ninja” 
translated to 
“Madesu” in 
target text is 
also common 
use. Retention 
strategy also 
occurred on the 
 
Coba kita 
lihat, nama lo 
Hurt yang 
berarti sakit, 
luka dan 
penderitaan. 
Ckckck, 
menurut gue 
sih lo harus 
makek 
pakaian 
bertema‘Ninj
a Madesu’ 
(Masa Depan 
Suram). 
proper name. In 
addition, there is 
also 
abbreviation 
strategy on 
“Vagrant Ninja” 
into “Ninja 
Madesu” or 
known as Masa 
Depan Suram. 
T3/STR
/SAT/I
GT/P6/
D31 
Torn cloth, 
ripped fabric, 
and stitched 
garment. 
Wow. You’ll 
look 
awesome. 
V                   74  89 
The translator 
uses 
domestication 
translation 
strategy again, 
“kain tembel-
tembelan” still 
correlated with 
previous string, 
it is also in the 
same context 
which is 
illustrated 
“Vagrant 
Ninja”. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 Baju sobek, 
kain tipis dan 
kain tembel-
tembelanan 
gitu. Serius lo 
bakal keliatan 
keren!!! 
T3/STR
/SAT/I
GT/P6/
D32 
That sounds 
nice but 
actually... 
V                   32  51 
The translator 
uses 
domestication 
strategy, there is 
Betawi’s accent 
(logat) in target 
language. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 Oh ya yaa 
bagus.. tapi 
sebenernya 
gue mo 
bilang ... 
T3/STR
/SAT/I
GT/P6/
D33 
Oh. You’ve 
got some 
alternative 
idea? I’ll 
make... 
V        V           50  42 
The translation 
uses 
domestication 
strategy, there is 
Betawi’s accent 
(logat) in target 
language. 
Condensation 
strategy also 
taken place in 
this translation 
to signify the 
message. 
 
Oh. Lo ada 
ide lain? Oke 
gue bakal 
buat... 
T3/STR
/SAT/I
GT/P6/
D34 
Today is your 
final test day! 
You will do 
Paperplane 
Ninja! 
     V              59  73 
The translator 
uses 
compensation 
strategy, “diem 
dulu ih!” was 
added to target 
language to 
express that 
Hurt is annoyed 
 
Diem dulu 
ih! Ini tuh 
hari ujian 
terakhir lo!!! 
Lo harus jadi 
tukang pos! 
because his 
speech always 
interrupted by 
Nunanoo. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
T3/STR
/SAT/I
GT/P6/
D35 
Sending 
message 
through 
paperlane and 
making it 
sure that it 
arrives on the 
designated 
place. 
   V          V      93  61 
The translator 
uses literal 
translation 
strategy. 
Violation 
“Mediation” 
strategy also can 
be found on “on 
the designated 
place” into 
“sampe ke TU-
JU-AN!” 
 
Ngirim surat 
pake pesawat 
kertas dan 
harus sampe 
ke TU-JU-
AN! 
T3/STR
/SAT/I
GT/P7/
D36 
Oh. Got it. 
I’ll put some 
blood stain 
like cloth to 
make you 
like a  gallant 
knight. 
     V              84  133 
The translator 
uses 
compensation 
translation 
strategy, 
“aslinya sih 
enggak” was 
added to build 
more humor 
sense. In 
addition, there 
 
Oh. gue tau! 
gue bakal 
nempelin 
beberapa 
noda darah di 
baju lu, biar 
lo keliatan 
kayak ksatria 
yang gagah 
padahal 
aslinya sih 
enggak. 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
T3/STR
/SAT/I
GT/P7/
D37 
... 
 V         V         3  3 
The translator 
uses no 
translation.  
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
T3/STR
/SAT/I
GT/P7/
D38 
I knew you 
could do it, 
Nunano’o. 
Great job! 
   V      V          44  56 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy 
occurred on the 
proper name. 
There is also 
omission 
strategy because 
the translator 
does not 
translated 
“Great job!” 
 
Bagus, 
Nunano’o!! 
Gue udah tau 
kalo lo pasti 
bisa lulus. 
T3/STR
/SAT/I
GT/P7/
D39 
Last offer. 
Katana for 
the accesory 
for your new 
costume! 
V           V        57  80 
The translator 
uses 
domestication 
strategy, 
“accessory” 
translated to 
“printilan” it 
was represented 
accessory itself 
in target 
language, it is 
also to build 
humor sense. 
There is also 
retention 
strategy on the 
proper name 
“Katana”. 
 
Penawaran 
terakhir nih, 
Katana buat 
printilan di 
baju biar lo 
keliatan 
cakeplah. 
T3/STR
/SAT/I
GT/P7/
D40 
... 
 V         V         3  3 
The translator 
uses no 
translation.  
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
T3/STR
/SAT/I
GT/P7/
D41 
This is the 
result if you 
don’t focus 
on your final 
test! 
   V          V      57  63 
The translator 
uses literal 
translation 
strategy. 
Violation 
strategy also 
occurred 
because the 
translator 
translate “you 
don’t focus on 
your final test!” 
into “lo 
kelamaan milih 
baju!” 
 
Yaaahh, 
begini nih 
hasilnya kalo 
lo kelama’an 
milih baju! 
Hiks! 
T3/STR
/SAT/I
GT/P7/
D42 
Had the test 
been about 
fashion, I 
would have 
won even 
before the 
test started. 
     V        V      79  78 
The translator 
uses 
compensation 
strategy, there is 
addition “ya 
jangan sewot 
dong lo” it is 
also anger 
expression. 
Violation 
strategy strategy 
occurred in this 
translation. 
“Mediation” 
 Ya jangan 
sewot dong 
lo. Kalo 
ujiannya 
milihin baju 
buat lo, pasti 
gue menang. 
T3/STR
/SAT/I
GT/P7/
D43 
...  V         V         3  3 
The translator 
uses no 
translation.  
Symbolization 
strategy also 
occurred 
 
... 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
Group 
4 
(Trans
cript 4) 
UMI 
T4/STR
/SAT/I
GT/P3/
D1 
Her name 
means 
‘Ocean’ but 
she wears 
‘green’. 
   V                45  41 
The translation 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
 
Arti namanya 
‘laut’ tapi 
bajunya 
‘hijau’. 
T4/STR
/SAT/I
GT/P3/
D2 
She wants to 
wear ‘blue’ 
but her best 
friend wears 
it first. 
   V     V           60  47 
The translation 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred to 
signify the 
message on 
target language. 
“Mediation” 
 
Mau pakai 
baju ‘biru’ 
tapi keduluan 
sahabatnya. 
T4/STR
/SAT/I
GT/P3/
D3 
Why should 
we discuss 
her fashion 
taste?! 
V        V           41  25 
The translator 
uses 
domestication 
strategy. 
 
Kok malah 
bahas 
bajunya?! 
Condensation 
strategy also 
occurred to 
signify the 
message on 
target language. 
T4/STR
/SAT/I
GT/P3/
D4 
One thing 
you have to 
know is that ‘ 
N.A.H 
(Never Anger 
Her)’. 
V       V V           62  46 
The translator 
uses 
domestication 
strategy. 
Condensation 
strategy also 
occurred to 
signify the 
message on the 
target language. 
There is also 
abbreviation 
strategy 
occurred in 
translating 
“N.A.H” into 
“A.W.A.S”. 
 
Pokoknya 
‘A.W.A.S 
(Awas! 
Wanita Agak 
Sangar)’. 
T4/STR
/SAT/I
GT/P3/
D5 
Umi! Time 
for the 
ultimate test! 
To certify 
your 
ninjaship! 
V       V            59  43 
The translator 
uses 
domestication 
strategy. 
Abbreviation 
strategy also 
taken place in 
translating 
“ultimate test” 
into “UAN” 
which means 
Ujian Akhir 
Ninja. 
 
Umi! 
Waktunya 
UAN! Biar 
jadi ninja 
beneran! 
T4/STR
/SAT/I
GT/P3/
D6 
Who are 
you? 
   V                12  11 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Siapa kamu? 
T4/STR
/SAT/I
GT/P3/
D7 
What the?! 
I’m Master 
Hurt! Your 
master! 
V            V       40  37 
The translator 
uses 
domestication 
strategy because 
there is Betawi’s 
accent. 
Mediation 
strategy 
occurred in 
translating 
“what the?!” 
into “hah!”. 
Retention 
strategy alco 
found in this 
transaltion 
because the 
translator kept 
“Master” on 
target language. 
 
Hah?! Gue 
ini! Master 
Hurt! 
Mastermu! 
T4/STR
/SAT/I
GT/P4/
D8 
How do I 
know that 
you are the 
real Master 
Hurt. You 
never appear 
before us 
physically. V        V V          87  38 
The translator 
uses 
domestication 
strategy, it is 
straight to the 
point. Omission 
strategy found 
on the beginning 
of the target 
text. 
Condensation 
strategy also 
occurred in this 
translation to 
signify the 
message. 
 
Buktinya? 
Munculnya 
aja baru 
sekarang. 
T4/STR
/SAT/I
GT/P4/
D9 
Don’t you 
recognize my 
voice?! 
V                   30  25 
The translator 
uses 
domestication, to 
keep the 
characterization 
of Hurt using 
Betawi’s accent. 
In addition, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
 
Masa gak 
kenal suara 
gue? 
T4/STR
/SAT/I
GT/P4/
D10 
Nothing is 
unmanipulabl
e today. 
V                   31  36 
The translator 
uses 
domestication 
strategy, “today” 
translated to 
“hari gini” 
means that Umi 
is mocking Hurt 
because he 
never appear 
before. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Hari gini 
semua hal 
bisa 
dipalsukan. 
T4/STR
/SAT/I
GT/P4/
D11 
Don’t get 
into my 
nerves! Your 
last test is 
Lotus Jump! 
  V       V   V       55  58 
The translator 
uses 
transcreation 
strategy, “lotus 
jump” if it is 
translated 
literally it will 
be less 
understandable 
although the 
visual show 
“lotus flower. 
Meanwhile, 
when it is 
translated to 
“lompat katak” 
it is easier to 
understand, 
furthermore it is 
 
Sumpah lo 
tuh ya...! 
Pokoknya lo 
bakal ujian 
lompat katak! 
also has humor 
sense in it. 
Mediation 
strategy 
occurred in 
translating 
“Don’t get into 
my nerves!” into 
“sumpah lo tuh 
ya!” the same 
for expressing 
annoyed. 
Furthermore 
there is also 
omission 
strategy on 
“your last test 
is…” 
T4/STR
/SAT/I
GT/P4/
D12 
What the? 
You want me 
to jump over 
cars?! I am 
not a stunt 
woman! 
    V        V       65  56 
The translator 
uses loyalty, 
“stunt woman” 
not translated 
into “pemeran 
aksi wanita” 
because too 
much characters 
added, then it is 
translated to 
“Mower 
Ranger” which 
is inspired from 
“Power 
Ranger”, it is 
also has humor 
sense in it. 
Mediation 
 
Hah?! Aku 
disuruh 
lompat 
mobil?! Aku 
bukan Mower 
Ranger! 
strategy 
occurred in 
translating 
“what the?” into 
“Hah?” 
T4/STR
/SAT/I
GT/P4/
D13 
It’s lotus 
flower not 
that 
expensive 
car! 
  V           V      41  43 
The translator 
uses 
transcreation, 
“lotus jump” if 
it is translated 
literally it will 
be less 
understandable 
although the 
visual show 
“lotus flower. 
Meanwhile, 
when it is 
translated to 
“lompat katak” 
it is easier to 
understand, 
furthermore it is 
also has humor 
sense in it. 
Violation 
strategy also 
occurred in 
translating “not 
that epensive 
car!” into “siapa 
juga yang bilang 
mobil?” because 
the meaning is 
totally different. 
 
Lompat 
katak! Siapa 
juga yang 
bilang mobil? 
T4/STR
/SAT/I
GT/P4/
D14 
I expected to 
jump over 
cars actually. 
But, yeah, 
flower is 
okay. 
   V                65  62 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Condensation” 
and “Mediation” 
 Kirain lompat 
mobil 
beneran. 
Okelah, 
lompat katak 
juga gapapa. 
T4/STR
/SAT/I
GT/P4/
D15 
Arrghhh! 
 V          V        8  8 
The translator 
uses no 
translation 
strategy, nothing 
changed in 
target language 
because it is 
anger 
expression. It is 
also shows the 
use of retention 
strategy. 
 
Arrghhh! 
T4/STR
/SAT/I
GT/P4/
D16 
Okay. You’re 
certified as a 
ninja now. 
   V         V       38  46 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy 
occurred in 
translating 
“you’re 
certified” into 
“lo lulus”. 
 Oke. Lo lulus 
dan jadi ninja 
beneran 
sekarang. 
T4/STR
/SAT/I
GT/P4/
D17 
Like I care. 
V            V       12  10 
The translator 
uses 
domestication 
strategy, “bodo 
amat” is 
common 
expression in 
target language 
that express 
anger and does 
not care with 
something or 
somenone. 
Mediation 
strategy also 
occurred in this 
translation. 
 
Bodo amat. 
T4/STR
/SAT/I
GT/P5/
D18 
I’ll make it 
Car Jump if 
you fail once 
more! 
   V     V           44  46 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
taken place in 
this translation. 
 Kalo gagal 
lagi jadi 
lompat mobil 
beneran nih. 
T4/STR
/SAT/I
GT/P5/
D19 
Bring it on! 
V            V       12  12 
The translator 
uses 
domestication 
strategy, if this 
expression 
translated 
literally to “ayo 
dimulai” it will 
be not match 
with the 
previous 
textstring, in 
term of context. 
So that it is 
translated to 
“siapa takut” to 
answer the 
challenge from 
Hurt on the 
previous 
sentence. It is 
also shows the 
use of mediation 
strategy in this 
translation. 
 
Siapa takut! 
Group 
5 
(Trans
cript 5) 
ROBITO 
T5/STR
/SAT/I
GT/P3/
D1 
His R 
differentiates 
him from that 
you-know-
who-the-heck 
ninja. 
    V    V           63  46 
The translator 
uses loyalty 
strategy, because 
“ninja yang itu 
tuh” refers to 
Obito which is 
one of the ninja in 
Naruto movie. 
Condensation 
strategy occurred 
in this translation 
 
R nya 
membedakan
nya dari ninja 
yang ‘itu’ 
tuh. 
to signify the 
message. There is 
also 
symbolization 
strategy for the 
proper name. 
T5/STR
/SAT/I
GT/P3/
D2 
His R is 
stronger than 
that of gotta-
clutch-‘em-
all buddies.    V     V           60  42 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy occurred 
in this translation 
to signify the 
message. 
 
R nya lebih 
kuat dari 
yang mereka 
tangkap. 
T5/STR
/SAT/I
GT/P3/
D3 
His R is 
pronounced 
‘AARGH’. 
V             V      28  34 
The translator 
uses 
domestication 
strategy, 
“aarrghh” 
translated to 
“rrungg.. 
rruungg” which is 
the motorcycle 
sound to 
emphasize that he 
is rider ninja. 
Violation strategy 
occurred in the 
transaltion 
“AARGH” into 
“Rrrunggg”. 
 
R nya 
bersuara 
‘Rrrunggg 
rrrunggg. 
T5/STR
/SAT/I
GT/P3/
D4 
ARRGH 
OUT MY 
WAY! 
V             V      17  38 
The translator 
uses 
domestication, 
“aarrghh” 
 
Minggir! 
Minggir! 
‘Rrrunggg 
Rrrunggg’. 
translated to 
“rrungg.. 
rruungg” which is 
the motorcycle 
sound to 
emphasize that he 
is rider ninja. 
Violation strategy 
also occurred in 
this translation. 
T5/STR
/SAT/I
GT/P3/
D5 
Glory to 
Rider Ninja! 
   V        V        21  18 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred in thus 
translation 
because the 
translator kept 
“Ninja Rider” 
on target 
language. 
 
Hidup Ninja 
Rider! 
T5/STR
/SAT/I
GT/P3/
D6 
Greeting, 
Rider Ninja! 
   V        V        22  19 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred in thus 
translation 
because the 
translator kept 
“Ninja Rider” 
on target 
language. 
 
Salam, Ninja 
Rider! 
T5/STR
/SAT/I
GT/P3/
D7 
Master Hurt! 
Any villains 
you want me 
to K.O.? I’m 
ready to 
henshin 
anytime you 
order! 
   V        V        86  75 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred on the 
translation of 
“Master Hurt!” 
and “henshin”. 
Moreover, there 
is also 
symbolization 
strategy for K.O 
or known as 
Knock Out. 
 
Master Hurt! 
Mana 
penjahat yang 
akan kubuat 
K.O? Aku 
siap henshin 
kapanpun! 
T5/STR
/SAT/I
GT/P4/
D8 
Good! Before 
you cut real 
hoodlums, 
you have to 
cut some 
woods! To 
test your 
nimble 
footwork!      V       V       93  71 
The translator 
uses loss of 
meaning, 
“nimble 
footwork” 
translated to 
“sekuat apa lo”. 
Omission 
strategy also 
occurred 
because the 
translator does 
not translate 
“before you cut 
the real 
hoodlums”. 
There is also 
mediation 
strategy for 
“Good” and 
 
Sip! Tapi 
tolonglah 
potongin 
kayu buat 
gue! Gue 
mau tahu 
sekuat apa lo! 
“nimble 
footword”. 
T5/STR
/SAT/I
GT/P4/
D9 
Cutting 
woods?! 
That’s 
villainous! 
   V                34  29 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Memotong 
kayu?! Sadis 
sekali! 
T5/STR
/SAT/I
GT/P4/
D10 
How many 
trees should 
we cut just 
for practice? 
It’s against 
the law and 
norm! 
     V    V          78  61 
The translator 
uses loss of 
meaning 
strategy, “just of 
practice” does 
not translated or 
omitted in target 
language to 
shorten the total 
character. It is 
also shows the 
use of omission 
strategy to 
shorten the 
translation. 
 Kamu mau 
berapa 
batang? Ini 
sangat 
melanggar 
hukum dan 
norma! 
T5/STR
/SAT/I
GT/P4/
D11 
B-But...      V              8  34 
The translator 
uses 
compensation 
strategy, there is 
addition “engg” 
and repetition 
“ttaatt” to 
 
Enggg Taatt-
taatt-taatt-
taattpi... 
express that 
Hurt is confuse. 
In addition, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
T5/STR
/SAT/I
GT/P4/
D12 
Halt! Reveal 
yourself, 
villain! 
   V                31  28 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Diam! Siapa 
kamu, 
penjahat?! 
T5/STR
/SAT/I
GT/P4/
D13 
Villain? Who 
did you call 
‘villain’? 
   V          V      36  38 
The translator 
uses literal 
translation 
strategy. 
Violation 
strategy also 
occurred in 
translation 
“Who did you 
call villain?” 
into “Hallo 
Siapa 
penjahatnya?” 
 
Penjahat? 
Hallo.. Siapa 
'penjahat'nya
? 
T5/STR
/SAT/I
GT/P4/
D14 
You! You, 
impostor! 
How dare 
you con me 
using Master 
   V      V          100  108 
The translator 
uses literal 
translation 
strategy. 
Retention 
 
Hurt’s 
voice?! Face 
me the Rider 
Ninja! 
Robito! 
strategy also 
occurred in 
translation 
“Master Hurt’s” 
and “Robito”. 
Moreover, there 
is also omission 
strategy 
occurred on 
“Rider Ninja!” 
Kamu! 
Kamu, 
penipu! 
Berani sekali 
kamu nyamar 
jadi Master 
Hurt?! Kalau 
berani sini 
kamu! 
Hadapi aku! 
Robito! 
T5/STR
/SAT/I
GT/P4/
D15 
I am Master 
Hurt! 
V           V        17  25 
The translator 
uses 
domestication 
strategy, there is 
Betawi’s accent 
in target 
language like 
“Duh” and 
“gue”. Retention 
strategy also 
occurred in the 
translation of 
“Master Hurt”. 
 
Duh, ini Gue 
Master Hurt! 
T5/STR
/SAT/I
GT/P4/
D16 
Lie! Feel the 
hot tire of my 
ninja bike! 
   V        V        40  55 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy found 
 Bohong! 
Rasakan 
serangan ban 
panas dari 
sepeda 
ninjaku! 
in the translation 
of “ninja”. 
T5/STR
/SAT/I
GT/P4/
D17 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, 
because there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
T5/STR
/SAT/I
GT/P4/
D18 
I will find 
you even if 
you hide in 
the abyss! 
Motoru no 
jutsu! 
     V      V        63  86 
The translator 
uses 
compensation 
strategy, there is 
addition 
“rrrungg” in the 
end of sentence 
to indicate the 
power of 
Robito’s skill. 
Retention 
strategy 
occurred in the 
translation 
“Motoru no 
jutsu”. It is also 
 Aku akan 
menemukan
mu meskipun 
kamu 
bersembunyi 
di neraka! 
Motoran no 
jutsu! 
'Rrrunggg' 
use humor 
sense. 
T5/STR
/SAT/I
GT/P4/
D19 
What a 
swiftness! 
Cool, Robito! 
V            V       31  26 
The translator 
uses 
domestication 
strategy, there is 
Betawi’s accent. 
Mediation 
strategy also 
occurred in the 
translation 
”Cool” into 
“Cakep” 
 Cepet amat! 
Cakep, 
Robito! 
T5/STR
/SAT/I
GT/P5/
D20 
It’s you 
again! The 
same villain 
from before! 
Show me 
yourself! In 
the name of 
justice, I shall 
make you eat 
my dirt! I am 
the hero. RO-
BI-TO! 
Henshin! 
   V        V        151  138 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
taken place in 
the translation 
RO-BI-TO and 
Henshin. 
“Condensation” 
and “Mediation” 
 
Lagi-lagi 
kamu! 
Penjahat ini 
lagi! 
Tunjukkan 
dirimu! Demi 
keadilan, aku 
akan 
membuatmu 
makan 
kotoranku! 
Akulah 
pahlawan 
RO-BI-TO! 
Henshin! 
T5/STR
/SAT/I
GT/P5/
D21 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
T5/STR
/SAT/I
GT/P5/
D22 
Never call 
yourself a 
hero anymore 
if you can’t 
finish this 
test! 
V        V           65  53 
The translator 
uses 
domestication 
strategy, 
because there is 
Betawi’s accent. 
Condensation 
strategy also 
taken place in 
this translation 
in order to 
signify the 
message.  
 
Jangan kata 
diri lo 
pahlawan 
kalau lo aja 
kagak lulus 
T5/STR
/SAT/I
By justice! 
You’re that 
   V        V        
120  
109 
The translator 
uses literal 
GT/P5/
D23 
chameleon 
monster who 
mimicked 
Master Hurt’s 
voice. Come 
here and I’ll 
flatten you 
with my 
bike! 
translation 
strategy. 
Retention 
strategy also 
found in the 
translation 
“Master Hurt” 
 Demi keadilan! 
Kamu 
monster 
bunglon yang 
meniru suara 
Master Hurt. 
Sini kamu, 
akan ku 
lindas dengan 
sepedaku. 
T5/STR
/SAT/I
GT/P5/
D24 
Chameleon...
monster... 
   V                22  20 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Monster...bun
glon... 
JEDO 
T5/STR
/SAT/I
A high tech 
ninja in a 
blue don. 
V                   32  50 
The translator 
uses 
domestication  
GT/P5/
D25 
Ninja 
kekinian 
yang melek 
teknologi 
berjubah 
biru. 
strategy, 
because “high 
tech” translated 
to “melek 
teknologi 
kekinian”. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
T5/STR
/SAT/I
GT/P5/
D26 
His camera 
red eyes are 
the proofs of 
his high-
techness. 
   V          V      56  40 
The translator 
uses literal 
translation 
strategy. 
Violation 
strategy also 
occurred 
because the 
translation is 
different from 
SL. 
Furthermore, 
omission 
strategy also 
found because 
“red eyes” does 
not translated. 
 
Lensa 
kameranya 
membutuhka
n 
keahliannya. 
T5/STR
/SAT/I
GT/P5/
D27 
His 360 
makes him 
look tough! 
#muachh 
#saveninja 
#thrustmeitw
recks 
   V        V        29  38 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
found because 
 
Dia terlihat 
kuat dengan 
jurus 360nya! 
#muachh 
#saveninja 
#thrustmeitw
recks 
the hashtag does 
not translated on 
target language. 
T5/STR
/SAT/I
GT/P5/
D28 
Jedo! Leave 
your gadget 
and embrace 
your final 
test! The 
Block 
Builder! 
V           V        71  55 
The translator 
uses 
domestication 
strategy, 
because “leave 
your gadget” 
translated to 
“taruh tu 
gadget” and 
“embrace your 
final test!” also 
translated to 
“kelarin tes lo!”, 
also “block 
builder” 
translated to 
“susun bata”. 
Retention 
strategy also 
found because 
“gadget” is not 
translated. 
 
Jedo! Taruh 
tu gadget 
terus kelarin 
tes lo! Susun 
Bata! 
T5/STR
/SAT/I
GT/P5/
D29 
This is Jedo’s 
secret 
hideout. 
Please, enter 
your secret 
number. 
   V        V        63  62 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
 
Ini tempat 
persembunyi
an Jedo. 
Tolong 
masukkan 
kata sandi 
anda. 
found because 
the translator 
does not 
translate proper 
name. 
“Mediation” 
T5/STR
/SAT/I
GT/P6/
D30 
Are you an 
ATM? Speak 
normally! 
V           V  V      31  29 
The translator 
uses 
domestication 
strategy, “speak 
normally 
translated to 
“kagak jelas” is 
using Betawi’s 
accent. 
Retention 
strategy also 
taken place 
because “ATM” 
is not translated. 
Furthermore, 
there is also 
violation 
strategy in 
translating 
“speak 
normally!” into 
“kagak jelas! 
 
Emangnya 
Lo ATM? 
Kagak jelas! 
T5/STR
/SAT/I
GT/P6/
D31 
Please, enter 
your secret 
number. 
   V         V       33  33 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy taken 
 
Tolong, 
masukkan 
kata sandi 
anda. 
place in 
translating 
“secret number” 
into “kata sandi” 
which has the 
same meaning. 
T5/STR
/SAT/I
GT/P6/
D32 
My cellphone 
number, ID, 
or what? 
   V         V       33  27 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy also 
found in 
translating “ID” 
into “ktp” 
because on the 
target language 
ID commonly 
refers to KTP 
(Kartu Tanda 
Penduduk). 
“Abbreviation” 
 
Nomer HP 
Gue, ktp atau 
apa? 
T5/STR
/SAT/I
GT/P6/
D33 
Please, enter 
your secret 
number. 
   V         V       33  33 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy taken 
place in 
translating 
“secret number” 
into “kata sandi” 
which has the 
same meaning. 
 
Tolong, 
masukkan 
kata sandi 
anda. 
T5/STR
/SAT/I
GT/P6/
D34 
Dammit! Tell 
me what 
number you 
want! 
     V    V   V       37  20 
The translator 
uses loss of 
meaning 
strategy, 
because “tell me 
what you want” 
translated to 
“mau lo apa?” 
Mediation 
strategy can be 
seen on the 
translation 
“Dammit!” into 
“Kampret!” 
because it is the 
same expression 
for swearing. 
Moreover, there 
is also omission 
strategy also 
occurred 
because the 
translator 
omitted “…what 
number…” on 
target language. 
 
Kampret! 
Mau Lo apa? 
T5/STR
/SAT/I
GT/P6/
D35 
Please, enter 
your secret 
number. 
   V         V       33  33 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy taken 
place in 
translating 
“secret number” 
into “kata sandi” 
 Tolong, 
masukkan 
kata sandi 
anda. 
which has the 
same meaning. 
T5/STR
/SAT/I
GT/P6/
D36 
Tell me what 
number, 
idiot! 
V        V    V       27  16 
The translator 
uses 
domestication 
strategy, 
because “idiot” 
translated to 
“bego”. 
Condensation 
strategy also 
occurred to 
signify the 
message on 
target language. 
Moreover, there 
is also 
mediation 
strategy found 
in translating 
“Idiot!” into 
“bego!” 
 
Nomer apa, 
Bego! 
T5/STR
/SAT/I
GT/P6/
D37 
Please, wait 
while the 
transaction is 
processing. 
   V                49  39 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 Mohon 
tunggu 
transaksi 
sedang 
diproses. 
T5/STR
/SAT/I
GT/P6/
D38 
Oh! It works. 
V        V           13  9 
The translator 
uses 
domestication 
strategy, “it 
works” 
translated to 
“akhirnya” 
which is 
common 
expression in 
target language. 
It is also shows 
the use of 
condensation 
strategy to 
signify the 
message on 
target language. 
 
Akhirnya. 
T5/STR
/SAT/I
GT/P6/
D39 
Access 
denied. 
   V                14  14 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Akses 
ditolak. 
T5/STR
/SAT/I
GT/P6/
D40 
Curse you! 
V            V       10  10 
Domestication, 
because using 
Betawi’s accent. 
It is also shows 
the use of 
mediation to 
translate the 
swearing 
 
Sialan Lo! 
expression into 
target language. 
T5/STR
/SAT/I
GT/P6/
D41 
Great job, 
Jedo! I never 
expected a 
digital freak 
like you 
could do this 
mission well! 
V         V   V       86  70 
The translator 
uses 
domestication 
strategy, “great 
job jedo!” 
translated to 
“cakep jedo” 
and then I never 
expected” 
translated to 
“gue kagak 
nyangka”. 
Mediation 
strategy also 
taken place in 
translating 
“Great job, 
Jedo!” into 
Cakepr Jedo!” 
Furthermore, 
there is also 
omission 
strategy taken 
place in 
omitting “do 
this mission 
well” became 
“bisa berhasil”. 
 
Cakep Jedo! 
Gue kagak 
nyangka 
pecandu 
teknologi 
kaya Lo bisa 
berhasil. 
T5/STR
/SAT/I
GT/P6/
D42 
Thank you 
for hanging 
with us. 
   V                30  38 
The translator 
uses literal 
translation 
strategy. In 
 
Terimakasih 
sudah 
bermain 
dengan kami. 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
T5/STR
/SAT/I
GT/P7/
D43 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
T5/STR
/SAT/I
GT/P7/
D44 
Be serious! 
This is not 
some ninja 
mini games! 
Redo it! 
V        V           55  53 
The translator 
uses 
domestication 
strategy, “be 
serious!” 
translated into 
“yang bener!” 
Condensation 
strategy also 
occurred to 
signify the 
message on 
target text. 
 Yang bener! 
Ini kagak 
kaya 
permainan 
lainnya! 
Ulangi! 
T5/STR
/SAT/I
GT/P7/
D45 
Please, enter 
your secret 
number. 
   V         V       33  33 
The translator 
uses literal 
translation 
strategy. 
Mediation 
strategy taken 
place in 
translating 
“secret number” 
into “kata sandi” 
which has the 
same meaning. 
 
Tolong, 
masukkan 
kata sandi 
anda. 
T5/STR
/SAT/I
GT/P7/
D46 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
Group 
6 
(Trans
cript 6) 
RIRIKU 
T6/STR
/SAT/I
GT/P3/
D1 
The wisest of 
the 
Sastratsuki. 
   V        V        30  37 
The translator 
uses literal 
translation 
strategy. 
 
Yang paling 
bijaksana di 
Sastratsuki. 
Retention 
strategy 
occurred 
because 
translator kept 
the video game 
name. 
T6/STR
/SAT/I
GT/P3/
D2 
Her red 
costume 
functions like 
that of Super 
Sentai 
Mower 
Ranger; 
    V               65  50 
The translator 
uses loyalty 
strategy, “Mower 
Ranger” was 
inspired by 
“Power Ranger” 
but little bit 
changing in order 
to give humor 
sense. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Condensation” 
 
Kostum 
merahnya 
seperti Super 
Sentai 
Mower 
Ranger; 
T6/STR
/SAT/I
GT/P3/
D3 
To indicate a 
reliable 
leadership 
and to show 
the enemies 
‘don’t mess 
with me and 
my team!’ 
     V              91  109 
The translator 
uses 
compensation 
strategy, 
“cerminan jiwa 
pemimpin” was 
added to build 
more 
characterization 
of Ririku. In 
addition, there 
was no diegetic 
or non-diegetic 
 
Cerminan 
jiwa 
pemimpin 
yang dapat 
dipercaya dan 
peringatan 
bagi musuh 
'jangan 
macam-
macam 
denganku dan 
timku' 
strategy 
occurred in this 
translation. 
T6/STR
/SAT/I
GT/P3/
D4 
Ririku! The 
final test 
before you 
plunge 
yourself into 
the real ninja 
world stands 
before you 
now! 
V       V V   V        98  77 
The translator 
uses 
domestication 
strategy, “final 
test” translated 
into “Ujian Akhir 
Ninja (UAN)” is 
more domestic or 
common in target 
language. It is 
also shows the 
use of 
abbreviation 
strategy from 
“final test” into 
“UAN” which 
means Ujian 
Akhir Ninja. 
Moreover, 
retention strategy 
also found in 
translating the 
proper name. 
Condensation 
strategy also 
found in this 
translation to 
signify the 
message. 
 
Ririku! Ujian 
Akhir Ninja 
(UAN) 
sebelum jadi 
ninja 
sungguhan 
udah deket, 
lho! 
T6/STR
/SAT/I
GT/P3/
D5 
It’s Wall 
Jump!  
That’s the 
final test! 
V        V           38  29 
The translator 
uses 
domestication 
strategy, “Wall 
Jump” become 
“Lompat 
Tembok” is class’ 
decision, so the 
translator pick the 
option “Lompat 
Tembok” in the 
target language. 
Condensation 
strategy also 
occurred in this 
translation to 
signify the 
message. 
 
Ujian 
akhirnya 
Lompat 
Tembok! 
T6/STR
/SAT/I
GT/P3/
D6 
No ninja 
needs ladders 
nor stairs!  
They just 
need to jump! 
     V    V  V        58  49 
The translator 
uses loss of 
meaning 
translation, “They 
just need to 
jump!” was not 
translated in 
target language. It 
is also shows the 
use of omission 
strategy in this 
translation. 
Moreover, 
retention strategy 
also found for 
“ninja”.  
 
Gak ada ninja 
yang pakai 
eskalator, 
apalagi lift! 
T6/STR
/SAT/I
GT/P3/
D7 
 
Jump like a 
toad! Like a 
grasshopper! 
   V                54  72 
The translator 
uses literal 
translation 
strategy. In 
 
Like a 
kangaroo! 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
Ninja ya 
harus lompat! 
Lompat kaya 
katak! 
belalang! 
Aha... atau 
kangguru! 
T6/STR
/SAT/I
GT/P3/
D8 
Jump like 
hell! 
V            V       15  31 
The translator 
uses 
domestication 
strategy, using 
domestic 
expression such 
as “Pokoknya” 
and “deh”. 
Mediation 
strategy also 
occurred in this 
translation 
because the 
meaning is the 
same to jump as 
fast as possible. 
 
Pokoknya 
lompat yang 
cepet deh! 
T6/STR
/SAT/I
GT/P4/
D9 
Can you just 
jump to the 
point? 
V                   31  44 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent. 
In addition, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
 
Master bisa 
langsung ke 
poinnya aja 
gak sih? 
T6/STR
/SAT/I
GT/P4/
D10 
That’s my 
point. You 
jump to get 
points! 
V           V        40  53 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent 
such as “Lah ya 
itu”, “Lo lompat 
tuh ya”. In 
addition there is 
also retention 
strategy 
occurred in 
translating 
point. 
 
Lah ya itu 
poinnya. Lo 
lompat tuh ya 
biar dapet 
poin. 
T6/STR
/SAT/I
GT/P4/
D11 
Good jump 
will make 
good points! 
Be careful 
with anything 
stuck on the 
wall! 
   V     V   V        76  62 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred in his 
translation to 
signify the 
message. In 
addition there is 
also retention 
strategy 
occurred in 
translating 
point. 
“Mediation” 
 
Lompatan 
yang indah 
pasti dapet 
poin! Hati-
hati ada 
cobaannya… 
T6/STR
/SAT/I
GT/P4/
D12 
Yes, Master 
Hurt. 
   V        V        17  18 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
found in this 
translation 
because “Master 
Hurt” does not 
translated on 
target language. 
 
Siap, Master 
Hurt. 
T6/STR
/SAT/I
GT/P4/
D13 
Bravo! You 
did it, Ririku! 
 I hereby 
declare that 
you are 
officially a 
ninja now! 
V           V V       80  88 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent 
and expression, 
“Cakep dah”, 
“jadi, nih 
gue…”. 
Mediation 
strategy 
occurred in 
translating 
“Bravo!” into 
“Cakep dah!” 
the same 
expression 
meaning. 
Retention 
strategy also can 
be found in this 
translation 
“Ririku” and 
“ninja”. 
 
Cakep dah! 
Lo pinter 
juga, Ririku! 
Jadi nih, gue 
nyatain kalo 
lo jadi ninja 
nih sekarang! 
T6/STR
/SAT/I
GT/P4/
D14 
Thank you, 
sir! 
   V                15  25 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Oke oke. 
Makasih ya, 
pak! 
T6/STR
/SAT/I
GT/P4/
D15 
Don’t call me 
‘sir’! That 
makes me 
feel so old. 
V                   47  39 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent, 
“tua amat gue”. 
In addition, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation. 
“Condensation” 
 
Jangan 
panggil “pak” 
deh! Tua 
amat gue. 
T6/STR
/SAT/I
GT/P4/
D16 
You’re 
beyond old. 
V                   18  32 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent, 
“aki-aki sih”. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Ya emang 
bapak udah 
aki-aki sih! 
T6/STR
/SAT/I
GT/P4/
D17 
You wore 
yourself a red 
grab but you 
failed?  
It’s against 
the formula! 
Ranger it err 
Redo it! 
V         V          92  77 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent, 
“ulung eh 
ulang!” is 
domestic 
expression with 
humor sense in 
it. Omission 
strategy also 
occurred in 
translating “You 
wore yourself a 
red grab but you 
failed?” into 
“Katanya lu 
bisa? Tapi kok 
kalah sih!”.  
 Katanya lu 
bisa? Tapi 
kok kalah 
sih! 
Yang lu 
lakuin itu 
salah! 
Ulung eh, 
ulang! 
Group 
7 
(Trans
cript 7) 
KUMO 
T7/STR
/SAT/I
GT/P3/
D1 
A ninja with 
bussiness 
man’s taste. 
   V        V        35  32 
The translator 
uses literal 
translation 
strategy. 
Retention 
strategy also 
occurred in this 
translation 
because “ninja” 
does not 
translated on 
target language. 
“Mediation” 
 
Seorang ninja 
dengan jiwa 
bisnis 
T7/STR
/SAT/I
Blonde hair, 
blue eyes, 
   V        V        81  84 
The translator 
uses literal 
GT/P3/
D2 
full plated 
armor, and a 
marketable 
ninja film 
like scar. 
translation 
strategy. 
Retention 
strategy also 
occurred in this 
translation 
because “ninja” 
does not 
translated on 
target language 
 
Rambut 
pirang, mata 
biru, baju 
besi, dan 
bekas luka di 
pipi seperti 
ninja hebat 
lain 
T7/STR
/SAT/I
GT/P3/
D3 
Hollywoodis
h film 
bussiness! 
     V   V           28  26 
The translator 
uses loss of 
meaning strategy, 
“bisnis” was 
omitted on the 
target language, 
so that gamer 
does not confuse. 
It is also shows 
the use of 
condensation 
strategy to signify 
the message. 
 
Seperti di 
film 
Hollywood! 
T7/STR
/SAT/I
GT/P3/
D4 
Sold out! 
   V                9  5 
The translator 
uses literal 
translation 
strategy. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
 
Laku! 
T7/STR
/SAT/I
GT/P3/
D5 
Kumo! 
 V          V        5  5 
The translator 
uses no 
translation 
strategy because 
name of 
character. It is 
also shows the 
use of retention 
strategy because 
the proper name 
does not 
translated. 
 
Kumo! 
T7/STR
/SAT/I
GT/P3/
D6 
Wait a sec, 
sir. I have an 
incoming 
telepathy 
from a client! 
V            V       60  43 
The translator 
uses 
domestication 
strategy, kumo 
was illustrated as 
business ninja, so 
he uses trading 
term in target 
language like gan, 
bos, COD, etc. 
Mediation 
strategy also 
occurred in 
translating “sir” 
into “bos” which 
has the same 
meaning. 
 
Sebentar, 
bos. Ada 
telepati dari 
pelanggan! 
T7/STR
/SAT/I
GT/P4/
D7 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
 
... 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
T7/STR
/SAT/I
GT/P4/
D8 
That’s too 
cheap, man. 
It’s a state of 
the art 
shuriken. It’s 
Bakatsuki’s 
legacy, man. 
V           V        85  81 
The translator 
uses 
domestication 
strategy, “state of 
the art shuriken” 
should be 
“shuriken 
terbaru”, but there 
is “Bakatsuki’s 
legacy” after it, 
thus the 
translation 
become “warisan 
Bakatsuki”. 
Retention strategy 
also found on 
“Bakatsuki” 
because it does 
not translated on 
target language. 
“Mediation” 
 
Itu terlalu 
murah, gan. 
Itu shuriken 
paling 
berharga. Itu 
warisan 
Bakatsuki, 
gan. 
T7/STR
/SAT/I
GT/P4/
D9 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
 
... 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
T7/STR
/SAT/I
GT/P4/
D10 
Rise it a bit. 
Man, I have a 
family to 
feed! 
V                   43  44 
The translator 
uses 
domestication 
strategy, because 
using trading 
terminology. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
 
Naikin. Gan, 
Aku harus 
menafkahi 
keluargaku! 
T7/STR
/SAT/I
GT/P4/
D11 
Being a ninja 
won’t make 
you rich. I 
save the 
world but the 
world doesn’t 
pay my 
service! 
   V     V           89  84 
The translator 
uses literal 
translation 
strategy. 
Condensation 
strategy also 
occurred in this 
translation to 
signify the 
meaning. 
 Menjadi ninja 
takkan 
membuatmu 
kaya. Aku 
menyelamatk
an dunia tapi 
tak dapat 
imbalan! 
T7/STR
/SAT/I
GT/P4/
D12 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
T7/STR
/SAT/I
GT/P4/
D13 
Okay. Deal. 
You’re truly 
my man. I’ll 
deliver it 
ASAP to 
your hideout. 
V             V      68  54 
The translator 
uses 
domestication 
strategy, using 
trading 
terminology in 
target language. 
Violation 
“Mediation” 
strategy found in 
this translation 
because “ASAP” 
translated into 
“COD” which has 
the different 
meaning. 
 
Ok. Setuju. 
Kau memang 
kawanku. 
Nanti kita 
COD di sana. 
T7/STR
/SAT/I
GT/P4/
D14 
Hurt, sir, 
what can I do 
for you? 
     V      V V       33  26 
The translator 
uses 
compensation 
strategy, because 
Kumo is business 
ninja, there is 
addition “bisnis” 
in target language 
to keep the 
characterization 
of Kumo. 
Mediation 
strategy also can 
be seen on the 
translation “sir” 
into “bos”. 
Furthermore. 
There is also 
retention strategy 
on the proper 
name. 
 
Bos, Hurt, 
ada bisnis 
apa? 
T7/STR
/SAT/I
GT/P4/
D15 
Log Runner. 
You run on 
logs. Don’t 
sell the logs. 
V                   49  74 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent. 
In addition, 
there was no 
diegetic or non-
diegetic strategy 
occurred in this 
translation.  
 
Lari 
Gelondong. 
Lo lari di 
gelondong. 
Jangan jual 
gelondongny
a, ngarti lo? 
T7/STR
/SAT/I
GT/P4/
D16 
Eh? 
   V         V       3  4 
The translator 
uses literal 
translation 
strategy. It is 
also shows 
 
Loh? 
mediation 
strategy because 
the meaning is 
the same to 
express 
confusing. 
T7/STR
/SAT/I
GT/P4/
D17 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
T7/STR
/SAT/I
GT/P5/
D18 
Sir? 
V            V       4  4 
The translator 
uses 
domestication 
strategy, using 
trading 
terminology in 
target language. 
It is also shows 
the use of 
mediation 
strategy because 
the meaning is 
the same. 
 
Bos? 
T7/STR
/SAT/I
GT/P5/
D19 
You passed 
the test. 
Wait! You 
didn’t ol-
shop the logs, 
did you? 
V                   64  60 
The translator 
uses 
domestication 
strategy, using 
Betawi’s accent 
in target 
language. In 
addition, there 
was no diegetic 
or non-diegetic 
strategy 
occurred in this 
translation. 
“Mediation” 
 Lo udah 
lewatin tes. 
Bentar! Lo 
nggak jual 
gelondongny
a kan? 
T7/STR
/SAT/I
GT/P5/
D20 
Oh! I thought 
the logs were 
my prize. 
   V         V       37  41 
The translator 
uses literal 
translation 
strategy. There 
is also 
mediation 
strategy in 
translating “oh!” 
into “Wah!” 
which means a 
surprise 
expression. 
 
Wah! Kirain 
gelondongny
a hadiah buat 
aku. 
T7/STR
/SAT/I
GT/P5/
D21 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
 
... 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
T7/STR
/SAT/I
GT/P5/
D22 
I should have 
asked you to 
do Mall 
Jump! 
V            V       40  42 
The translator 
uses 
domestication 
strategy, “Mall” 
means “Pasar” 
but in target 
language 
“Pasar” is 
known as 
“Traditional 
market” so that 
it is translated to 
“gedung”. It is 
also shows the 
use of mediation 
strategy in this 
translation. 
 
Gue harusnya 
nyuruh lo 
buat lompat 
gedung! 
T7/STR
/SAT/I
GT/P5/
D23 
Wait, sir! I 
have a client 
to talk! 
V            V       35  44 
The translator 
uses 
domestication 
strategy, using 
trading 
terminology in 
target language. 
There is also 
mediation 
strategy in 
translating “sir!” 
into “bos!” 
 
Bentar, bos! 
Aku mau 
ngobrol sama 
pelanggan! 
T7/STR
/SAT/I
GT/P5/
D24 
... 
 V         V         3  3 
The translator 
uses no 
translation 
strategy, there is 
no changing in 
target language. 
Symbolization 
strategy also 
occurred 
because it is 
anger 
expression, so it 
is represented 
by using full 
stop to illustrate 
silent moment. 
 
... 
 
Text color explanation: 
              
           Black = Data were validated and used in this research.                                     Blue = Addition from the validator/expert 
 
           Red = Deleted/omitted by the validator/expert because did not fulfill the translation strategy requirements. 
 
Data coding explanation: 
T1 : Number of transcript  PROB : Translation problem  
STR : Strategy   IGT : In game-text assets 
POK : Pokémon Ranger  AAT : Art assets 
SAT : Sastratsuki   TECH : Technical problem 
P5 : Page of transcript  CONT : Content problem 
D1 : Number of data  COD : Coding problem 
 
Table column explanation: 
SL : Source Language  SYM : Symbolization 
TL : Target Language  RTN : Retention 
DF : Domestication & Foreignization  MDN : Mediation 
NT : No Translation  VLT : Violation 
TC : Transcreation  ICN : Iconization 
LT : Literal Translation  TYF : Typefacing 
LYL : Loyalty  LTR : Lettering 
LMC : Loss of meaning & Compensation  BLN : Ballooning 
CS : Censorship  WDW : Windowing 
ABR : Abbreviation  Character : Character number alteration (punctuation included) 
CDN : Condensation     
OMS : Omission     
 
